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@ Graphics generator.

@ A microprocessor based data processing system includ-
ing a microprocessor (40), a memory unit (42), and a display
unit {22} is provided with a programmable graphics gener-
ator (44) that transfers graphics information from the
memory unit (42) to the display unit (22) in response to and
under the control of a set of display instructions also stored
in the memory unit (42). The graphics generator {44} includes
a first addressing unit (82) for sequentially accessing the
display instructions from the memory unit (42); a control unit
(88,80) for receiving, storing and decoding such instruction
and for issuing supervisory and contro! signals in response
to the binary state of each instruction; a second addressing
unit (84) for accessing graphics information from the mem-
ory unit (42) in response to the supervisory signals from the
control unit (88,90); and a third addressing unit {86) for
accessing movable object graphics stored in the memory
unit (42). A movable object generator section (44B) of the
programmable generator (44) includes circuit elements (140}
for determining the horizontal position of the movable object
only; the vertical position of the object displayed is modified

by rewriting the picture data of the object at a new location
within a block {288a to 288e) of grahics information corres-
ponding to each movable object. The entire block of graphics
information, inciuding the picture data of the object, is
communicated to the display unit (22) and displayed as a
“vertical column (430 1o 440). Also disclosed is a method and
apparatus for formating and transferring the graphics infor-
mation in sequentially ordered bytes so that the binary states
of each byte select the color and luminance characteristics
used to display each byte of graphics information. Additional
features of the invention include a sound generator (46)
capable of selectively providing a plurality of audio signals.
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GRAPHICS GENERATOR
Field of the Invention

This invention generally relates to data
processing systems and more particularly a data
processor having a programmable graphics generator.

Background Art 7

Recentr years have seen spectacular
breakthroughs in the electronics industry in the
area of microelectronics. Witness the variety and
computing capabilities of the plethora of handheld
calculators on the market today. These
breakthroughs have made available for ©public
consumption micreoprocessor units; essentially
computers in very small packages, which have found

their way in to a variety of consumer products --

from microwave oven control to electronic games.

Now, a new industfy is in the throes of
formation. Based upon creative use of commercially
available microprocessor units -- such as _the ;
microcomputer manufactured by MOS Technology Inc., ‘
part number MCS6500 -- the public is being 2
introduced to small, efficient data processing .
systems for home or (small) business use,. These i

microprocessor data processing systems are avail-
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able for a variety of personal uses, depending upon the
particular software (programming) that accompanies the
unit, ranging from programmed instruction, checklist
balancing, mailing list sorts and updates, to entertain-
ment games.

. Information provided by a data processor system
is commonly presented to a viewer via some type of print-
er unit or a video display unit. The printer has the
advantage of providing the information in a relatively
permanent form. The display unit displays information
only while the unit is on, but a significant advantage of
video display units is that much of the public possesses
one in the form of a television receiver. Thus, there is
already readily available to many potential purchasers of
microprocessor based data processing systems a device,
the television receiver, that can easily provide machine
to man communication. Accordingly, many if not all
microcomputer data processing systems are structured to
communicate with raster-scan type video units (i.e.,
television receivers). )

Presently available microcomputer units are
usually characterized as very simple in detail but ex-
tremely complex in their overall operation. Relatively
complex tasks are carried out by these microcomputers by
performing a large number of simple operations. Thus,
when processing such data -- be it for an entertainment
game or computing numeric amounts -- the microcomputer
actually may perform an extremely large number of these
simple operations. In addition to its data processing
functions, the microcomputer must effectively control the
information transmission to the video display unit,
including what and how theé information is displayed. The
microcomputer must, therefore, share its operation time
between these two functions: data processing and informa-
tion display control; and as one function places greater
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time-consuming demands upon the microcomputer unit,
the other suffers accordingly.

As a result, many personal microprocessor
based data processing systems tend to be somewhat
slow in communicating the results of complex tasks
to the user. Some attempts have been made to
alleviate this annoying problem, however, but the
result has not been altogether too satisfying. For
example, one solution is to keep the tasks to be
performed by the microcomputer relatively 1less
complex. The number of individual operations
required to perform the simpler tasks would be less
and would, therefore, take 1less time. This
solution, wunfortunately, can severely 1limit the
processing capability of the microprocessor and the
system. Another solution to the time problem is to
increase the throughput of the microprocessor; that
is to increase the size (e.g. number of bits) of the
data word the microprocessor is capable of operating
on. For example, if the microprocessor is desiéned
to handle 8-bit data words (as most presently
available microprocessors are), build a
microprocessor capable of handling 12 or 16-bit

words. However, as the word size handled by the

25 microprocessor increases, so does the complexity,
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size and expense of the microprocessor -- usually at

a geometric rate. The present advantages of presently
available large-scale, single-chip programmable micro-
processors -- that of being a powerful, inexpensive,
easy—-to-use device -- may be lost.

Summary of the Invention

Aspects of the present invention are set out in
the accompanying claims.

The preferred embodiment of the invention is

.a graphics generator which is arranged to execute in

succession a sequence or list of display instructions

which determine the manner in which graphics information

is to be processed, .and is incorporated-into a data processing system.
The data processing system of the preferred

embodiment generally includes a microprocessor, a

memory
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unit, an object graphics generator and a bus system
comprising address and data buses that interconnect the
elements of the system. The object graphics generator is
adapted to sequentially access the memory unit for dis-
play instructions that direct what graphics is to be
generated and how the graphics will be displayed. Ung:r
the ﬁirection of the display instructions, the object
graphics generator executes additional memory unit ac-
cesses to obtain stored graphics information that is
converted to video information of predetermined charac-
teristics. The video information is communicated to a
display unit, preferably a conventional television re-
ceiver, where the information is displayed.

The object graphics generator includes a memory
addressing unit that generates addressing signals, an
instruction register, a control unit, temporary graphics
storage, and a movable object generator unit. The addres-
sing unit includes four separate counter circuits, each
capable of generating address signals. A display list
counter generates address signals that are used to se-
quentially access display list instructions from the
memory unit. A memory scan counter generates address
signals for accessing sequentially ordered strings of
memory locations containing graphics information that is
transferred to the display unit under the supervision and
control of the object graphics generator control unit. A
character addressing circuit provides addressing signals
for transferring graphics information contained in sel-
ected blocks of memory locations from the memory unit to
the display unit; each block of memory locations contains
graphics information for an alphanumeric character or
similar object. Finally, a movable object counter pro-
vides address signals for accessing movable object graph-
ics that is transferred to the movable object graphics
generator unit and temporarily stored.
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The movable object generator unit includes
horizontal position circuitry and graphics communicating
circuitry for determining the horizontal position that a
movable object is to be displayed on the display unit and
for communicating the graphics information to the display
unit for display. Graphics information is transferred to
the movable object generator and communicated to the
display unit so that the graphics information is dis-
played as a vertical swath containing'the object video.
The horizontal position of the swath's display is deter-
mined by position information received by the movable
object generator from the microprocessor. Horizontal
movement of the swath, and therefore the object, is
effected by receiving new position information from the
microprocessor. Vertical movement of the displayed
movable object is effected by the microprocessor by
erasing and rewriting the object graphics information at
a new location with the swath graphics information stored
in the memory unit..

A preferred embodiment of the invention
includes an audio generétor capable of generating a
plurality of audio sounds. .The audio generator generally
includes polynomial counters, divide-by-N counters and
four audio control units. The polvnomial counters pro-
vide signals having a broad range of frequencies. The
divide-by-N counters generate a periodic pulse train, the
frequency of which is selectable by the microprocessor.
The audio control units select which signals are to be
communicated to an audio transducer (speaker) unit, their
frequency content and amplitude.

~ A number of advantages are achieved in the pre-
ferred embodiment. First, a programmable graphics gener-
ator relieves the microprocessor of its graphics generat-
ing responsibilities. Since the graphics generator now
assumes the task of accessing the memory unit for graph-
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ics information, formating the graphics for display and
communicating the accessed graphics information to the
display 'unit, the microprocessor is provided with more
time to perform data processing functions.

Further advantages lie in the movable object
generator utilized by the preferred embodiment. Since
the movable object generator need only determine the hori-
zontal location of the graphics'information, only hori-
zontal position circuitry is needed. Vertical position
circuitry is simplified. Additionally, the vertical dimen-
sions of the movable object is not limited by the cir-
cuitry used, as is sometimes the case. Since the object
graphics informatidn is located within the graphics
information for generating a vertical swath, the vertical
size of the object is limited only by the vertical height
of the display. '

BRIEF DESCRIPTiON OF THE DRAWINGS
Fig. 1 is a perspective view illustrating the
component parts-of a system according to the present
invention; ' i
Fig. 2 is a perspective view of a console unit with
the top lid removed, illustrating the memory receptacles
for receiving random access modules and read-only memory .
cartridges used in the system:
Fig. 3 is an overall schematic block diagram of
the circuitry of the system;
Figs. 4A and 4B are block diagrams of the object
graphics generator shown in Fig. 3;
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Fig. 5 is a block diagram of the audio signal
generator control units shown in Fig. 3;

Fig. 6 is a schematic diagram of one of the
audio control units shown in Fig. 5;

Fig. 7 is an illustrative diagram of the
organization of the memory unit shown in Fig. 3;

) Fig. 8A illustrates signals which are trans-
ferred over the serial (I/0) bus shown in Fig. 3;

Fig. 9 is an illustrative example of how play-
field object graphics are generated by the object graphlcs
generator shown in Figs. 3 and 4;

Fig. 10 is a schematic of a color-luminance
selection unit of the object graphics generator shown in
Figs. 3 and 4;

Fig. 11 is an illustration of packing graphics
information;

Fig. 12 illustrates an indirect addressing

.technique used in conjunction with generating playfield

characters;

Fig. 13 illustrates the method and apparatus
used to store, transfer and communicate information
stored and transferred to the display unit shown in Fig.
3; ’ '

Fig. 14 illustrates the color-luminance storage
regiéters for movable objects; and

Fig. 15 is a schematic of a portion of the
collision detection logic shown in Fig. 4A.

Description of an Illustrative Embodiment

A. General Description

1. The System Components )
Fig. 1 illustrates the component parts of a
data processing system. The :
syste:x, generally designated by the reference numeral 10,
includes a console 12, printer, miniature "floppy" disk
and cassette peripheral units 14, 15 and 16, respective-
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ly, game control apparatus (joysticks) 18 and a display
unit 22, which preferably ié a conventional television
receiver. Console 12 couples a suitable radio frequency
signal corresponding to one of the TV channels on line 20
to the TV antenna terminals (not shown) of the display
unit 22. .

The system 10 has two basic modes of operation:
A first mode in which system 10 functions as a program-
mable general purpose computer; and a second mode in
which system 10 functions as a video game unit. In the
first mode, a personal home data processing system is
provided that can be used for many information management
tasks. For example, using the appropriate programming,
the system can help one to perform such tasks as balanc-
ing checkbooks, plan meals, keep track of capital assets
and stock portfolios and maintain mailing lists of family
and friends - to name just a few of the system's informa-
tion management capabilities. In addition, a variety of -
interactive educational materials can be provided through
text, diagrams and pictures displayed on display unit 22,
as well as audio. A dialogue can be conducted between
the user and the system using the keyboard 24 and display
unit 22.. While operating the system 10 in this mode, the "
user may store or retrieve information, using one or more
of the peripheral units 14-16. The display unit 22
provides the user with graphics information (typically an
alphanumeric display) that is formulated and transmitted
to the display unit 22 by the electronics contained in
console 12 via the communicating line 20.

In the second basic mode, the system 10 is
operated as a video game unit, providing games that may
be played by one or more players. The console 12 con-
tains the necessary circuitry for generating display
objects which are viewable by the user on the display
unit 22. Some of the display objects are movable or
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the player controls 18 and are hereinafter referred to as
"movable objects"; other of the objects may be relatively
stationary such as for example, alphanumeric graphics,
boundary lines or the like. These latter objects shall
hereinafter be referred to as "playfield" objects.

Diéplay unit 22 is a raster scan display of the
type utilizing an image-forming beam that traverses the
screen along a plurality of sequentially scanned horizon-
tal lines. Movement of the beam is synchronized to the
video data supplied by the console 12 by means of conven-
tional horizontal and vertical synchronizing signals,
including signals defining horizontal and vertical re-
trace intervals.

Selection between the two basic modes of opera-
tion described above is made by providing the system 10
with the appropriate program. This is done in two ways.
First, a program can be previously created and stored at
the disk unit 15 or cassette unit 16, for example. The
electronic circuitry contained in the console 12 has
memory containing sufficient resident instructions to
enable the user to call for the information so stored,
thereby loading the operating program desired into a
random access memory (RAM) section located in the console
12.

Alternatively, operating mode selection can be
made by providing the system 10 with read-only memory
(ROM) cartridges containing the desired operating pro-
gram. Thus, as illustrated in Fig. 2, console 12 is
provided with a removable top section 30 to expose re-
ceptacles 32, to receive the ROM cartridges 33. 1In
addition, the console 12 is provided with memory recep-
tacles 34 which receive additional memory packages, such
as those designated by the reference numeral 36, to allow
for expansion of the memory of the system 10. Depending



10

15

20

25

30

0157912
Yo
upon the program contained in the ROM cartridge 33 in-
serted into one or both receptacles 32 of the console 12,
the system 10 is capable of being utilized as a program-
mable general purpose computer sys%em or a video game
unit.

) A block diagram of the system 10 is illustrated
in Fig. 3. That portion of the system contained within
the console 12 (illustrated in Fig. 3 as being enclosed
by the dashed lines) includes a microprocessor unit (MPU)
40, a memory unit 42, object graphics and audio genera-
tors 44 and 46, respectively, and peripheral interface
unit 50. In addition, the console 12 also contains a
video summer unit 52, which receives and combines color,
luminance and composite sync information from the object
graphics generator to produce a composite signal that is
applied to an R.F. modulator 54. The R.F. modulator also
accepts an audio signal provided by the audio generator
46 and creates a suitable radio freguency signal contain-
ing the graphics and audio information and couples this
signal to the display unhy 22 via signal line 20.

MPU 40, memory unit 42, the generators 44 and
46 and peripheral interface unit 50 are interconnected by
bidirectionally conducting data and address buses 60 and
62, respectively, to ﬁermit direct data and instruction
transfers therebetween. Each unit coupled to the buses
60, 62 includes control sections containing data buffer
registers, address decoding circuits for selection pur-
poses, and other circuit elements necessary for unit
control and/or information utilization. Certain details
of these control sections are described in more detail
below. Timing signals including various clock signals
described in more detail below are generated by timing
unit 58 and distributed to the various units housed
within console 12 for use as necessary.
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Memory unit 42 comprises both RAM and ROM type
memory, including the ROM cartridges 33 and additional
memory packages 34 referred to above. The memory unit is
capable of achieving a maximum size of 64 K characters,
each character being one byte (8 bits). In order to
provide sufficient addressing capability for the maximum
memory capability, therefore, the address bus 62 is 16
bits wide. The data bus 60, of course, is eight bits
wide.

Both the MPU 40 and object graphics generator
44 are capable of accessing memory unit 42. However, in
order to avoid attempts at simultaneous memory access by
these units, memory access priority is given to the
object graphics generator. This is accomplished as
follows: Prior to a memory read cycle by the generator
44, a HALT command is communicated to the MPU 40 on line
64. A signal appearing on this line inhibits access to
memory unit 42 by MPU 40 during the immediately succeed-
ing memory cycle time..

. In addition to the data and address buses 60
and 62, respectively, as well as the HALT line 64, an
interrupt bus 66 couples the object graphics generator 44
and peripheral interface unit 50 to MPU 40. The inter-
rupt bus 66 communicates interrupt requests to the MPU
40, indicating occurrence of an event or requesting that
the MPU 40 take certain action. For example, an inter-
rupt signal may be communicated tc the MPU 40 via the
interrupt bus 66 by peripheral intarface unit 50 indicat-
ing that information has been received from one of the
peripheral units 14-16 and is available in an appropriate
buffer register. Alternatively, a signal may be generated
by the peripheral unit 50 which communicates an indication
to the MPU 40 that data transmission from the peripheral
interface unit to one of the peripheral units 14-16 has
ended. In addition, the peripheral interface unit 50 may
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communicate an interrupt signal to the MPU 40 indicating
that one of the keyboard switches 24 has been depressed
and that information specifying the depressed switch is
available for sampling by the MPU 40.

Interrupt signals communicated on the interrupt
bus 66 from the object graphics generator 44 provide the
MPU 40 with information concerning the state of video
blank time or other display timing information.

Information transfers between the console 12
and peripheral units 14-16 are conducted via the serial
1/0 bus 70 under the general supervision of peripheral
interface unit 50. As will be seen more particularly
below, information may be communicated by the bus 70 via
a number of selective modes and/or data rates.

2. The Object Graphics Generator

The object graphics generator 44 is shown in .
Figs. 4A and 4B and includes a playfield object generator j
44A (Fig. 4A) and a movable object generator-44B (Fig. ;
4B). The playfield object generator 44A is coupled to g
the address bus 62 via an address decode unit 80 which f
contains the necessary combinational logic to recognize, A
decode and issue the appropriate signals that selectively
enable certain counters and data registers to accept

information from or place information upon either the
data bus 60 or the address bus 62.

One function of the playfield object generator
447 of Fig. 4A is to relieve the MPU 40 of many of the
character-generating responsibilities, including.the

transfer of video graphics information from the memory
unit 42 to the object graphics generator 44. According-
ly, the playfield object generator 44A is programmable
and includes the capability of performing direct memory
access (DMA) operations; that is, it controls .transfer of
graphics information from the memory unit 42 to the object
graphics generator 44 without intervention by the MPU 40.
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Such DMA operations are guided by a set of
instructions stored in the memory unit 42 that are
sequentially accessed by the playfield object
generator U4UA during graphics generation. The
addresses necessary for these ﬁMA operations are
obtained from one of three mutually exclusive
sources; viz: either a display‘list counter 82, a
memory scan counter 84, or a movable object DMA
counter 86. In the preferred embodiment, each of
the counters 82, 84 and 86 includes a multi-bit
buffer latch, which holds the most significant bits
(MSBs) of the address, with the remainder of the
address contained in a presetable digital counter
section. The counter section of each provides
sequentiai addressing capability. (As will be
explained, addressing of memory unit 22 can also be
achieved by circuits 96,110 and 112 of Fig. L4A; the
nature of these circuits will be described later.)
The display list counter 82 provides address
signals.that access the storage locations of memory
unit 42 containing a sequential list of instructions
which provide the playfield object generator 4lA
with information indicative of where (in memory unit
42) certain graphics information is stored, and how

and when it is to be displayed. Each instruction is
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transferred via the data bus 60 to an B8-bit
instruction (buffer) register 88 where it is
temporarily held while being decoded. The contents
of the instruction register 88 are applied to a DMA
control unit 90 by register output lines 92. The
DMA control unit 90 decodes the instruction and
generates the necessary timing and control signals
for initiating and controlling the various
playfield generator functions.

As will be seeh, each instruction results in
the generation of one or mofe horizontal 1lines of
graphic information for viewing on display unit 22.
A new instruction is not fetched from memory unit 42
until the horizontal 1line 6r lines or graphic
information commanded to be generated by the
instruction presently held in instruction register
88 have been completed. Accordinély, the number of

horizontal lines generated by or in

12
= 0157912
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response to each instruction must be counted. This is
done by a line counter 96. Information indicative of the
exact number of horizontal lines of playfield display to
be generated is contained in a 4-bit portion of the
instruction. This information is communicated to a ROM
94 which converts the 4-bit portion to the actual number
of lines that are to be generated. The line count pro-
duced by line counter 96 is applied to a digital compare
circuit 98 which compares the contents of the line coun-
ter to the quantity (number of lines to be generated)
provided by the ROM 94. When the line counter 96 count
equals the number of lines to be generated, a last line
signal is produced by the compare circuit 98 that is
communicated to the DMA control unit 90 on signal line
100. The DMA control unit 90 is thereby notified that the
instruction presently held in the instruction register 88
has served its purpose and that a new instruction is to
be fetched from the memory unit 42 and transferred to the
instruction register 88.

Still referring to Fig. 4A, a pair of buffer
registers 102 and 104 a;éicoupled to the data bus 60.
These registers, identified as H-scroll register 102 and
V-scroll register 104, hold information that is used
during horizontal and/or vertical scrolling. The hori-
zontal scroll information contained in register 102 is
communicated to the DMA control unit 90 by signal lines
105. The information contained in the V-scroll register
104 is communicated to a multiplexer circuit 108 which
communicates the V-scroll information, when selected, to
line counter 96 for presetting that counter.

The graphics information used to generate
playfield objects is stored in memory unit 42 in one of
two configurations: 1In a first configuration, graphics
information is contained in a large number of sequential-
ly oriented 8-bit bytes which are directly accessed one
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byte at a time by the playfield object generator 44A
during the active scan of each horizontal line. In a
second configuration, the graphics information is con-
tained in character blocks of sequentially oriented
bytes, each block typically containing graphics informa-
tion. for an alphanumeric character or similar display
object. One byte of each block is transferred to the
playfield object generator 44A during successive hori-
zontal scans. This latter configuration affords greater
flexibility in that the same character or characters can
be generated many times during any one display field,
calling upon the graphics information for the character
when needed. To obtain full benefit of this latter
feature, the blocks of character graphics information are
accessed from memory unit 42 using an address formed from
a character base portion, which points to the section of
memory unit 42 containing the character blocks, a char-
acter name portion that points to the particular char-
acter block in the memory section, and line counter 96
which selects the particular byte of the character block.

Thus, the playfield object generator .includes a
character name register 110 and a character base register
112 for holding the base and name portions of character
block addresses. As described more fully below,Aduring
active scan time the memory scan counter 84 provides
sequential address signals for accessing memory unit 42
to obtain the character name portions of character ad-
dresses which are transferred to the character name
register 110. There, the contents of the character name
register are combined with that of the character base
register 112 and line counter 96 to access memory unit 42
for graphics information.

The information sequentially transferred to the
character name register 110 during active scan of the
first horizontal line (and used to obtain graphics'infor-
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mation as described above) is used in a predetermined
number of succeeding lines. Thus, rather than perform
such memory accesses every line, the information obtained
during the first line is stored in display RAM 114 and is
sequentially accessed therefrom and transferred to the
character name register 110 for generating the succeeding
horizontal lines of a horizontal block of characters
and/or objects.

Graphics information is, therefore, obtained
from the memory unit 42 by the playfield object generator
44A using address signals provided by one of two sources:
address signals are generated by the memory scan counter
84 or address signals are provided by the character base
register 112, the character name register 110, and the
line counter 96. In both cases, graphics information is
transferred one byte at a time during the active hori-
zontal line scan. )

As will be described more fully below, there
are times when graphics information displayed. in one
horizontal line is to be displayed in one or more immedi-
ately succeeding lines. When this is so, the graphics
information for the first horizontal line is temporarily
stored as accessed in display RAM 114 in sequential
locations dictated by RAM address counter 116. Graph-
ics information for the immediately succeeding line or
lines is then obtained from the display RAM 114, thereby
leaving the memory unit 42 free for use by the MPU40.

When graphics information from blocks located
in various memory locations of memory unit 42 is ac-
cessed, it is the quantity sequentially transferred to
the character name register 110 and used as a part of the
address for the stored graphics information that is used
for a number of successive lines. In this case, as each
byte of address information is transferred to the char-
acter name register 110, it is sent to the display RAM
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114 where it is temporarily stored. During the hori-
zontal lines that immediately follow the first, address
information is transferred to thercharaéter register 110
from the display RAM 114. |

. The graphics informafion itself, using either
of the above-described methods of providing the address
signals for accessing the graphics information, is com-
municated to multiplexer 120 and therethrough to play-
field graphics shift register 122. When graphics informa-
tion is obtained from the memory unit 42 in response to
the address signals provided by the memory scan counter
84, it is transferred to the playfield graphics shift
register 122 under the supervision and control of the DMA
control unit 90 as follows: Each byte of the graphics
information is first applied to the display RAM 114 via
the data bus 60 where it is temporarily stored. The
graphics information is immediately read out of the
display RAM 114 and communicated to the playfield graph-
ics shift register 122 wvia the multiplexer 120.
. When address information is temporarily stored
in the display RAM 114, the transfer of graphics informa-
tion from the memory unit 42 is as follows: During the
first horizontal line of the row of graphics to be dis-
played, the memory scan counter 84 provides sequential
address signals of the memory locations of the address
information to be transferred to the character name
register 110. Each byte of such address information is
communicated, via the data bus 60, to the displa§ RAM 114
where it is temporarily stored. The byte just stored is
immediately read out of the display RAM 114 and trans-
ferred to the character name register 110. The address
signals formed by the contents of the character base
register 112, the character name register 110, and the
line counter 96 are then applied to the address bus 62
and used to access graphics information from the memory
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unit 42. The graphics information so accessed is com-
municated to the multiplexer 120, via the data bus 60,
and therethrough to the playfield graphics shift register
122. Graphics information is transferred in the same
manner during the horizontal lines that immediately
follow this first line; however, the address information
communicated to the character name register 110 is ob-
tained from the display RAM 114.

The graphics information so transferred to the
playfield graphics shift register 122 is then communi-
cated to the playfield encode logic 124 in response to a
clock signal supplied by the register control unit 121.
The register control unit 121 receives from the timing
unit 58 a 2CLK signal (approximately 7.2 MHz) and, under
the supervision of the DMA control unit 90, communicates
either this 2CLK signal to the playfield graphics shift
register 122 or one of three binary divisions of this
2CLK signal (e.g., a 2CLK/2 or CLK signal that is approx-
imately 3.6 MHz; a CLK/2 signal that is approximately 1.8
MHz; or a CLK/4 signal that is approximately 0.9 MHz).
When one of the four signals 2CLK, CLK, CLK/2 or CLK/4 is
applied to the playfield graphics shift register 122, the

graphics information contained is shifted therefrom to the.
playfield encode logic 124 either one bit or two bits at a

time for each clock pulse applied to the playfield graphics
shift register 122 by the register control unit 121.

This is described in more detail below. If the contents
of the playfield graphics shift register is communicated

therefrom one bit at a time, the information is communi-

cated to the playfield encode logic 124 via the signal
line 123a; the signal line 123b is kept at a logic zero.
1f the playfield graphics shift register contents is
communicated therefrom two bits at a time, both the
signal lines 123a and 123b are used.
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As will be seen, selection of one or the other
of these shift operations is accomplished by the super-
visory signals produced by the DMA control unit 90 in
response to the instructions received by the instruction
register 88. In response to the information signals on
signal lines 123a and 123b, the playfield encode logic
selects one of four signal lines - designated PFg, PF1,
PF2, and PF3 - to communicate video information to the
movable object generator 44B (Fig. 4B) of the object
graphics generator 44. There, as will be explained
below, the selected signal line PF@-PF3 and the informa-
tion appearing thereon are used to select one of eight
luminance values and one of sixteen color values corre-
sponding to the playfield object to be displayed on
display unit 22 (Fig. 3).

Referring now to Fig. 4B, there is illustrated
the movable object generator 44B which, together with the
playfield object generator 44A makes up the circuitry of
the object graphics generator 44 shown in Fig. 3. In the
preferred embodiment there is a capability qf generating
eight movable objects; the relative vertical and hori-
zontal positions of these movable objects when displayed
on display unit 22 can change in response to user gener-
ated input signals from the player controls 18 or the
keyboard and console switches 24. Four of the eight
movable objects are player objects when the system 10 is
in a game mode and the remaining four movable objects are
missile objects - there being one missile object corre-
sponding to each one of the player objects.

Graphics information for each player object is
stored in the memory unit 42 (Fig. 3) and contained in a
number of sequentially ordered bytes, with each byte
corresponding to at least each one of the horizontal line
scans of the display unit 22. Similarly, the graphics
information for each of the missile objects is stored in
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a number of sequentially ordered bytes stored in the
memory unit 42, but each byte contains two bits of graph-
ics information for each missile object. 1In effect, the
movable object generator 44B '"maps" the sequentially
ordered bytes of graphics information corresponding to
each player object onto the display screen (not shown) of
the display unit 22. This "mapping" of graphics informa-
tion appears as a vertical column. 1In a similar fashion
the missile object graphics information is displayed.

The horizontal position at which each of the vertical
columns is to be displayed by the display unit 22 is
calculated by the MPU 40 in response to information
signals provided by the player controls 18 or the key-
board and console switches 24. The MPU 40 provides the
movable object generator 44B with horizontal position
information for each movable object which is used to
effect communication of movable object graphics informa- -
tion to the display unit 22 at the right time during the
active horizontal line time. This will be described in
greater detail below.

Still referring to Fig. 4B, it can be seen that
the movable object generator 44B is coupled to the data
bus 60 by a plurality of connections. The data bus 60 is
first coupled to each of eight movable object position
(buffer) registers 140. Each of the registers 140 tempor-
arily stores information transferred thereto from the MPU
40 that is indicative of the horizontal position-.of a
corresponding object to be displayed on display unit 22.
The content of each position register 140 is communicated
to a corresponding one of eight digital comparators 142
via a corresponding one of eight signal lines 144. Also
applied to each of the comparators 142 are horizontal
count signals generated by a sync generator unit 146 and
communicated to the comparators via signal lines 148.

2
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The sync generator unit 146 receives on an
input terminal 150 the 2CLK signal provided by timing
unit 58 (Fig. 3). Contained within sync generator unit
146 are conventional digital counters coupled in series
configuration which count the 2CLK signal produced by the
timing unit 58 and derive therefrom horizontal and verti-
cal sync signals which are combined to produce a compos-
ite sync. In addition, the horizontal and vertical sync
counters are applied to conventional decode circuitry
comprising combinational logic to produce predetermined
horizontal and vertical (H-count and V-count) signals
used for timing and controlling various logic and circuit
components of the movable object generator 44B.

still referring to Fig. 4B, the data bus 60 is
also applied to eight conventional parallel-to-serial
graphics shift registers 152. Four of the graphics shift
registers 152 are for player object graphics information

-and each is 8 bits in size. The remaining four graphics

shift registers 152 are 2 bits in size and are for mis-
sile object graphics information. These graphics regis-
ters 152 accept graphics information from the data bus 60
in parallel form and convert that information to serial
video signals. The video signals from each one of the
four player graphics shift registers 152 appear on one of
four. signals lines 154a, there being one signal line 154a
corresponding to each one of the player graphics shift
registers 152. Similarly, there are four signal lines
154b that respectively correspond te the missile graph-
ics shift registers 152.

A graphics register control unit 156 generates
shift pulses on signal lines 158 that are applied to a
selected one of the eight graphics registers 152. When
received, the shift pulses cause the graphics shift
register 152 to serially shift its contents onto its
corresponding video signal line 154a or 154b.

:::::
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When the horizontal count signal produced by the sync

generator unit 1%6 and conducted on signal line
148 - which corresponds to the horizontal position of the
electron beam scanning the display unit 22 - equals the
horizontal position information of any one of the posi-
tion registers 140, a shift command signal is communi-
cated by the appropriate comparator 142 to the register
control unit 156. 1In turn, the register control unit 156
applies shift pulses to the corresponding graphics regis-
ter 152, causing the selected graphics register to ser-
ially apply its contents to a one of the signal lines
154a (if player graphics) or 154b (if missile graphics).

The graphics information contained in the
graphics registers 152 is converted to video data and
communicated on signal lines 154a-154b to a collision
detection unit 164 and a priority encoder 166. Also
applied to the collision detection unit 164 and the
priority encoder 166 are the playfield graphics via
signal lines PF@-PF3. The eight video signal lines 154a
and 154b and the four playfield graphics video signal
lines PFQ;PFB are compared to one another by the colli-
sion detection unit 164 for the simultaneous occurrence
of video data on any two lines. In this manner, a colli-
sion between any of the movable objects and/or between
any of the movable objects and playfield objects is
detected. When such a collision is detected, a signal
indicative of collision is communicated to one of sixteen
4-bit buffer registers 165, where it is temporarily
stored until accessed by MPU 40. |

In the event that one of the movable objects
overlaps another movable object or a playfield object,
the priority encoder 166 determines which one of the
simultaneously occurring objects will appear to be on top
of (i.e., appear on display unit 22 in front of) the
other object. Thus, movable objects (airplanes, for
example) can be made to appear as if they move behind and
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become obscured by certain of the playfield objects
(e.g., clouds) but in front of others. This determina-
tion is made in response to information transferred via
the data bus 60 by MPU 40 to priority register 168. The
priority register 168, 1like  the other registers coupled
to the data bus 60, receives information in response to
regiéter select signals generated by the register selec-
tion unit 200, as will be described below.

It should be noted that no such determination
need be made between a player object and its correspond-
ing missile object. The reason is that a player
object and its corresponding missile object are usually
shown spaced from one another. Alternaﬁively, as will be
more fully described below, a player object'and its
corresponding missile object have the same color and
luminance characteristics so that even if they do ovexlap
there is no need to distinguish between the two. Accord-
ingly, ‘each one of the four player graphics signal line
154a is ORed with its corresponding missile graphics line
154b by OR gates 170. The results of the logical ORing
performed by gates 170 are communicated on four lines 172
to the priority encoder 166.

The priority encoder 166 monitors the eight
input lines applied thereto (i.e., the four playfield
graphics lines PF@-PF3 and the four movable object graph-
ics lines 172) and, depending upon which of the lines
have graphics video appearing thereon, selects one and
only one of the lines 172 or PF@-PF3 for communication to
the color-luminance selection unit 178 via the mutually
exclusive encoder output lines 1-8. The priority en-
coder, therefore, determines which one of two or more
simultaneous occurring objects is to be "displayed.
when no graphics information is presented to the priority
encoder 166, or when the PF@ signal line only is active,
the encoder output line 1 is active to select color-
luminance information.
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The register selection unit 178 functions to
select one of eight color-luminance (buffer) registers
176. Each color-luminance register 176 contains informa-
tion, transferred thereto over the data bus 60 by the MPU
40, that describes luminance (three bits allowing for
eight selectable levels) and color (four bits, allowing
for 16 selectable colors) of the object displayed on
display unit 22.

The color-luminance register 176 selected by
register selection unit 178 has the 3-bit portion de-
scribing luminance converted by the register selection
unit 178 (by known methods) to an analog voltage level.
This voltage level (luminance) is communicated via lumi-
nance line 180 to the video summer unit 152 for final
transfer via the R.F. modulator 54 (Fig. 3) to the dis-
play unit 22.

The 4-bit contents of the selected register 176
describing color are communicated by unit 178 to a delay
line tap select 182 via four signal lines 184. The tap
select 182 is a four-to-sixteen decoder. The information
appearing on signal'lines 184 selects a one of the 16
mutually exclusive output lines 186 of the tap select.

An analog delay line circuit 190 receives on
input terminal 191 a color clock signal generated by the
timing unit 58 (Fig. 3). The delay line circuit 190
contains a number of known analog delay units to cause
relative phase shifts of the signal received on input
terminal 191. The phase shifted signals appear on the
sixteen output lines 192 of the delay line circuit, each
output line bearing a signal that is phase shifted a
predetermined amount relative to the color clock and any
other output line. These output lines 192 are applied to
AND gates 194 where each individual output line 192 is
ANDed with a corresponding one of the tap select output
lines 186, thereby effecting selection of a one of the
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phase shifted signals. The AND gates 194 are coupled to
an OR gate 196 which, in turn, communicates the selected
signal to the video summer 152. The color signal is
combined with the luminance signal appearing on line 180
and composite sync generated by the sync generator unit
146 to form a complex display signal that is communicated
to the display unit 22 via the R.F. modulator 54 and
terminal lines 20.

Information transfers from the MPU 40 to the
movable object generator are supervised by the register
selection unit 200. Generally, addresses designating a
given register to be selected are coupled from the ad-
dress bus 62 to the register selection unit 200 where
they are decoded. The selection unit 200 combines the
decoded address with a read-write (R/W) signal from MPU
40 to cause data to be written into or read from a sel-
ected register. 1In the case of a "write" command, for
example, which is specified by an R/W signal of a first
binary level, the register (e.g., one of the horizontal
position registers 140) specified by the address on the data
bus 62 is caused by the register selectionAgnit
to receive and store the information present on-the data
bus 60 while the R/W signal persists. Alternatively, in
the case of a “read" command, which is specified by an
R/W signal of a second binary level, the contents of the
selected register (e.g., one of the sixteen collision
detection registers 165), are placed on the data.bus 60
for transfer to the MPU 40. J

Graphics information may be transferred to the
individual graphics registers 152 by the MPU 40 as de-
scribed abaqve and by the playfield object generator in-
dependently of the MPU 40. Generally, the létter is
accomplished as follows: During each horizontal blanking

~ period, there are five predetermined time periods allo-

cated to the transfer of graphics information from the
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memory unit 42 to the graphics registers 152 by the play-
field generator; four of the time periods are allocated
to the transfer of graphics data to the four player regist-
ers and the remaining time period is provided for the trans-
fer- of one-byte (8 bits) in parallel to the four, 2-bit,
missile graphics registers. The DMA control unit 90
(Fig. 4A), in response to decoded horizontal count inform-
ation from the sync generator unit 46, issues a HALT signal
to the MPU 40 and the DMA register select logic 202. The
HALT signal notifies the MPU 40 that the immediately upcom-
ing memory cycle time of memory unit 42 is allocated to a
fetch operated by the playfield object generator. Addition-
ally, the DMA register select logic 202 of the movable
object generator uses the HALT command, in combination with
a decoded output of the horizontal counter (H-counter),
to enable the register corresponding to that predetermined
time slot to accept the information that will appear on
the data bus 60. The DMA control unit 90 then initiates
a memory "fetch" routine by applying the contents of the
movable object DMA counter 86 to the address bus 62 and
issuing to the memory unit 42 a read command. In response,
the memory unit 42 thereby places upon the data bus 60
the contents of the memory location designated by the
address appearing on the address bus 62. At the same time,
the DMA register select logic 202 generates a signal on
one of five select lines which is applied via ORing
logic 204, to the selected graphics register 152, causing
the selected graphics register to accept and temporarily
store the information then appearing on the data bus 60.
3. The Audio Generator

Referring now to Fig. 5, there is illustrated
in further detail the audio generator 46 of the present
embodiment. The audio generator produces a number
of audio sounds such as tones, and such sound
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effects as shots, explosions, motors, gongs, and the
like. The audio generator 46 includes a polynomial
counter section 210, a divide-by-N counter section 212,
audio control units 214a-214d and an B-bit data register
216 that is provided information via the data bus 60 by
the MPU 40. The contents of the data register 216 are
used to select the particular type of sound that is to be
produced by the audio generator 46.

The polynomial counter section 210 includes
three polynomial counters 220, 222 and 224, which are 4,
17 and 5-stage polynomial counters, respectively, and are
used as noise generators. Each counter is driven by the
CLK/2 signal (approximately 1.8 MHz) supplied to input
terminal 226 by the timing unit 58 (Fig. 3).  Each count-~
er 220, 222, and 224 has a feedback loop including the
gates 220a, 222a and 224a, respectively. Each counter is
essentially a shift register with two stages coupled to
the gates 220a-224a. Preferably, the stages to be cou-
pled to gates 220a-224a are selected so that the counter
obtains the maximum number of count states: 2N—1, where
N is the number of counter stages. Thus, for example,
the last two stages of the 4-stage counter 220 are used
while the last and third (i.e. middle) stages of the
5-stage counter 224 are used. For the l17-stage counter
222 the last and fifth from the last (i.e. the twelfth)
stages are coupled to gate 222a. 1In addition, the
17-stage polynomial counter 222 has, in its feedback
loop, a switch 222b that shortens the feedback loop by
coupling gate 222a to an input of one of the interior
stages of the counter (shift register) 222 when bit D7 of
the register 216 is a binary one. The output of each of
the polynomial counters is applied to each of the audio
control units 214a-2144.

The divide-by-N counter section 212 contains
four essentially identical divide-by-N counter circuits
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226a-226d; each circuit dincludes a divide-by-N counter 228
whose division ratio is controlled by an 8-bit data regis-
ter 230 that is coupled to the data bus 60 for receipt of
information from MPU 40. Each data register 230 is
coupléd to its corresponding counter 228, applying the
contents of the register to determine the final frequency
outpht of the counter.

The clock frequencies used to drive each di-
vide-by~-N counter 228 are selected by the select switches
231a-231d; the switches are controlled by the binary
states of outputs D3, D4, D5 and D6 of register 216. The
divide-by-N counter 228 of circuit 226a can, for example,
be driven by the clock-A (CLK-A) signal applied to clock
input line 232 (when the DZ and D3 outputs of the data
register 216 are logic zeros). Alternately, the CLK/2
signal at input terminal 226 can be selected to drive
counter circuit 228 when the D3 output of the register
216 is a logic one. In the preferred embodiment, the
CLX-A signal is approximately 64 KHz, while the clock-B
(CLX-B) signal is approximately 15 KHz. Both the CLK-A
and the CLK-B signals are from the timing unit 58
(Fig. 3).

The final freguency output of each divide-by-N
circuit 226a-226d is coupled via lines 236a-236d, respec-
tively, to one or more of the audio control units 2l4a-
214d in the mannexr illustrated. The signals applied to
each audio control unit 2l4a-2144 are selectively mixed
and communicated to the R.F. modulator 54 (Fig. 3) via
the audio signal line 218. The structure and function of
each audio control unit will be more fully described
hereinafter.

The audio generator 46 also includes an address
decode unit 238 which receives as inputs the signals on
the address bus 62, together with R/W signal line. The
address decode unit 238 decodes the address and super-
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vises transfer of information from the data bus 60 to the
designated register in the same manner that the register
selection unit 200 (of the movable object generator 44B -
Fig. 4B) did. The address and R/W signals are used by the
address decode unit, therefore, to select one of the data
registers of the audio generators (e.g., one of the 8-bit
data registers 230) and cause the selected register to

receive and store information present on the data bus 60.

Referring now to Fig. 6, there is shown in
greater detail audio control unit 214a. Each of the
audio control units 214a-214d are essentially identical
in construction so that a description of the audio con-
trol unit 214a will apply equally to the other control
units. The circuit configuration of audio control units
214c and 2144 are identical to each other but differ from
that of audio control units 214a and 214b in one minor
respect which will be pointed out below.

Thus, still referring to Fig. 6, the audio
control unit 214a is shown as including an 8-bit data
register 240 having output lines 240a-240h for communi-
cating the contents of the register to various control
circuits. The polynomial counters 220-224 (Fig. 5) are
communicated to the audio control unit 214a by signal
lines 242, 244 and 246, respectively. The input lines
242 and 244 are applied to a two-way select switch 248
while the signal line 246 is applied to the data (D)
input of a D-type flip-flop 250. A low-pass clock fre-
quency is applied to the clock (C) input of flip-flop
250, supplied by the divide-by-N circuit 226a (Fig. 5)
via the signal line 236a. The Q output of the flip-flop
250 is communicated to an AND gate 252 via a two-way
select switch 254. The gate 252, which has as its other
input the low-pass clock appearing on signal line 236a,
is coupled to the clock (C) input of a D-type flip-flop
256. Coupled to the data (D) input of the flip-flop 256
is a two-way select switch 258.

-
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A high-pass clock is communicated to the audio
control unit 214a on the signal line 236¢c from the
divide-by-N circuit 236c and applied to the clock (C)
input of flip-flop 260; the data (D) input of flip-flop
260 is coupled to the Q output of the flip-flop 256. The
Q output of the flip-flop 260 is coupled to a volume
cont}ol circuit via gates 262 and 264, and it is here
that the audio control units 214a and 214b differ from
214c and 214d. sSpecifically, the audio control units
214c and 214d do not have a high-pass clock input, a
flip-flop 260, a gate 262, or switch 266. Rather, the
output (Q) of the flip-flop 256 is applied directly to
the gate 264.

The gate 264 is coupled to a volume control
circuit consisting of AND gates 266a-266d which drive
MOS-type transistors 268a-268d. Volume control circuit
is an effective digital-to-analog converter which util-
izes the gated resistive summing of weighted resistors R,
2R, 4R and 8R which are selectively used to control
amplitude, providing an analog output in response to a
digital input to the AND gates 266a-266d. Selection
depends upon the content of that portion of data register
240 that is communicated to the AND gates 266a-266d via
the signal lines 240a-2404.

The output of polynomial counters, such as
counters 220, 222 and 224, have a very broad band fre-
guency spectrum and are generally referred to as.provid-.
ing "white" noise. The audio control units 214a-214d
function, in a first instance, as low-pass filters to
selectively limit the frequency content of the signal
coupled to the audio line 218. The low-pass clock appear-
ing on the signal line 236a acts, in conjunction with the
flip-flops 250 and 256, to "sample" the polynomial count-
er signals appearing on input lines 242, 244 and 246.

The outputs (Q) of each flip-flop 250 and 256 cannot
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change faster than the sampling rate (i.e., the low-pass
clock). Accordingly, the frequencies passed by the
flip-flops to gate 264 are limited by the rate at which
the flip-flops are clocked, that rate being determined by
the divide-by-N circuit 226a. Again, all audio control
units possess this "low-pass" filter function, the sam-
pling rate of audio control units 214b-214d4 being sup-
plied by the divide-~by~N counter circuits 226b-226d,
respectively.

The audio control circuits 214a and 214b addi-
tionally possess a high-pass filter comprising the flip-
flop 260 and gate 262. Here, the Q output of the flip-
flop 256 is sampled by the flip-flop 260 at a rate deter-
mined by the high-pass clock signal appearing on the
signal line 236§. In addition, both the Q outputs of the
flip-flops 256 and 260 are applied to the EXCLUSIVE-OR
gate 262. If the signal applied to the data (D) input_to
the flip-flop 260 is changing much faster than the signal
applied to the clock (C)-input, the gate 262 will, in u
effect, pass the data input (i.e., the Q output of the
flip-flop 256) to the select switch 266. However, if the
signal applied to the clock (C) input of flip-flop 260 is
of a highef frequency than the signal applied to its data
(D) input (i.e., the Q output of the flip-flop 256) the Q
output of flip-flop 260 will tend to follow its data (D)
input and both inputs to the EXCLUSIVE-OR gate 262 will
be mostly identical, giving very little output. The
circuit of flip-flop 260 and EXCLUSIVE-OR gate 262 func-
tion as a simple high-pass filter, passing noise whose
minimum frequency is set by the Eigh—pass clock signal
appearing on the signal line 236§. Again, only the audio
control units 214a and 214b possess such a high-pass
filter. '

The signals selected by each of the audio
control units 214a - 214d (Fig. 5) are applied to the 4

i
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channel audio line 218. The 4-channel audio line 218
communicates the selected signal or signals to the R.F.
modulator 54 (Fig. 3). The R.F. Egdulator 54 receives
the audio signal with the compositLvideo to form the
radio frequency signal that communicates video and audio
information to the display unit 22. When received by the
display unit 22, the audio signal is extracted from the
radio frequency by methods well known to those skilled in
the art and applied to a conventional audio transducer
element (e.g., speaker - not shown). The audio signal is
converted to sound by the transducer elementg (not
shown).

4. The Peripheral Interface Unit

The peripheral interface unit 50 of Fig. 3
functions to sample information and temporarily hold
information signals communicated thereto by the player
controls and keyboard and console switches 24 until the
MPU 40 is ready to receive the information. Some infor-
mation such as for example depression of a key, requires
the peripheral interface unit to notify the MPU 40 that
information is presently available. Accordingly, the
peripheral interface unit 50 issues an interrupt signal
that is communicated to the MPU 40 via the interrupt bus
66. The MPU 40 then executes an interrupt routine to
service the interrupt and read the appropriate buffer
register (not shown) of the peripheral interface unit 50
holding the information. )

The peripheral interface unit 50 also contains
logic circuitry dedicated to the transmission of informa-
tion between the peripheral interface unit 50 and the
periphergl_units 14, 16 and 18 attached thereto via the
serial (I1/0) bus 70.

5. The Memory unit

A typical organization for the memory unit 42

is illustrated in Fig. 7. Addresses are coupled to the
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memory unit by the address bus 62. 1Instructions or data
are transferred to or from the memory unit via the data
bus 60.

The memory unit 42 comprises a memory storage
section 280 that includes both read-only memory (ROM) and
random access memory (RAM) type memory. Typically, small
portions of both the ROM and RAM type of memory are
resident with the system. The resident portion of the
ROM type memorzfcontains the operating system instruc-
tions stored pZBOM locations 282. These operating system
instructions would include the instructions necessary for
data handling between the peripheral interface unit and
the peripheral units 14-16 attached thereto, as well as
the keyboard and console switches 24. This resident ROM
supplements the program ROM cartridges 33 (Fig. 2), which
contain the operating system instructions for the partic-
ular usage of the entire system. Similarly, the RAM
section 284 comprises a resident portion, supplemented by
RAM modules 36 that are added to expand the memory capa-
city of the memory unit 42.

In addition, as has been noted, there are a
number of data registers dispersed throughout the various
circuitry heretofore described such as, for example, the
character name and base registers 110, 112 (Fig. 4A), the
graphics registers 152 and collision detection registers
165, (Fig. 4B) and the 8-bit data registers 216, 230 and
240 of the audio generator 46 (Figs. 5 and 6). To the
MPU 40, these registers appear as if they were a portion
of the memory unit 42 in that they are each identifiable
by a specific 16-bit address; some are capable of receiv-
ing information on the data bus 60 from the MPU 40,
others are capable of being read by the MPU 40, and a few
are capable of both receiving information from and trans-
ferring information to the MPU 40 via the data bus.
Accordingly, these registers are aggregated and shown in

k]
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Fig. 7 as a section 281 of continuous individual memory
locations within the memory unit 42; each memory location
within the section 281 is identified by a specific
address. Thus, the MPU 40 writes (transfers data to) or’
reads (transfers data from) the memory locations (i.e.,
the registers) of the section 281 in the same manner as
writing to or reading data from the section 280 of the
memory unit 42: viz., Addressing the memory location via
an address issued onto the address bus 62 by the MPU 40
and communicating a read or write command via the R/W
signal line (Fig. 3).

The section 280 of the memory unit 42 is com-
posed of both ROM and RAM type memory, as explained
above, and is divided arbitrarily into blocks or groups
of continuous memory locations for storing related
instructions, graphics or other information in sequential
order. For example, the memory locations that comprise
memory block 282 contain the operating program instruc-
tions. These locations are typically addressed by the
MPU 40. sSimilarly, the memory locations comprising
memory block 284 have stored therein the DMA display
instructions; that is, those instructions used by the
playfield object generator section of the graphics gen-
erator 44 to select, format and communicate to the dis-
play unit 22 a field of display objects (i.e., characters
and the like). In similar fashion, the actual graphics
information, that is the playfield object graphics, the
movable object graphics, and the character graphics are
stored in continuous memory locations forming the memory
blocks 286, 288 and 290, respectively. The list of
character names, used by the playfield generator to
address those memory locations within the character
graphics block 290 to obtain the graphics designated by the
character name, are stored in the continuous memory
locations designated as memory block 292. These memory
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locations are typically addressed by the playfield object
generator (Fig. 4A), as well as by the MPU 40.

The various RAM memory locations of memory unit
42, or the various data registers, are operated in a
conventional manner in order to transfer information to
or from a given location therein. For example, informa-
tion is transferred to the memory unit 42 (i.e., a write
operation) by the MPU 40 when a 16-bit address is gated
to the address bus 62, an 8-bit data word is communicated
to the data bus 60, and the R/W signal line is placed in
the write state. Similarly, a read (or “"fetch") opera-
tion is executed in much the same manner. If the read is
executed by the object graphics generator 44 (i.e., the
playfield object generator), it is preceded, as mentioned
hereinbefore, by a signal on the HALT signal line to
obviate the possibility of a concurrent read operation by
the MPU 40.

6. The Serial (I/0) Data Bus )

The peripheral units 14-16 and the peripheral
interface unit 50, shown in Fig. 3, are interconnected by
the serial (I/0) bus 70. This bus is generally desig-
nated as a bi—directionally conducting bus since informa-
tion is transferred to and from the respective units over
the same bus. As shown more specifically in Fig. 8, the
bus 70 comprises several signal wires each reserved for a
specific purpose. Two of the wires 300 and 302 conduct
interrupt signals from the peripherals for transfer to
the MPU 40 via the peripheral interface unit 50.° The
signal wire 304 communicates a motor control signal to
the cassette peripheral unit 16 for operation of the tape
transport motor (not shown) contained therein. An audio
signal wire 306 communicates an electrical audio signal
from the cassette peripheral unit 16 to the peripheral
interface unit 50.
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The remaining signal wires communicate digital
data and status information between the peripheral inter-
face unit 50 and the peripheral units connected to the
bus 70 in serial fashion at data (baud) rates that may be
selected by the MPU 40 or certain of the peripherals.
Specifically, a signal wire 308 communicates a COMMAND
signal of a first binary state to the peripheral units 14
and 15 to notify the peripheral units 14 and 15 of the
presence of command data information being on the serial
(10) bus 70. A signal wire 310 communicates a bi-direc~-
tional data clock signal between the peripheral unit
interface 50 and the peripheral units 14 - 16; the bi-
directional data clock signal communicated by the signal
line 310 can originate at the peripheral units 14 - 16 or
is provided by the peripheral interface unit 50. A
signal wire 312 communicates serial data from the periph-
eral units 14 -~ 16 to the peripheral interface unit 50.

A signal line 314 communicates a data clock signal to the
peripheral units 14 - 16 for use in conjunction with the
transfer of serial data present on the signal line 316 to
the peripheral units 14 - 16. Finally, a READY signal is
communicated to the peripheral units 14 - 16 to indicate
that the peripheral interface unit 50 is in condition for
receiving information from the peripheral units 14 - 16.
B. Object Graphics Generator

In order to fully understand and appreciate the
embodimént the operafion of the object graphics generator
44 will now be described beginning_with a description of
the instruction set. Each instruction consists of an
operation code, certain flag bits, and a two-byte address~
(omitted from some instructions) used to direct the
object graphics generator to another section of memory
containing further display instructions or graphics
information. These instructions allow the object graph-
ics generator 44 to generate graphics information sub-
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stantially independent of the MPU 40. The operation,
address mode and graphics generation codes in a display
instruction are interrelated and constitute primary
signals of the DMA control unit 90 of the playfield
object generator when the instruction is decoded. The
function of these instructions is as follows.

1. Display Instructions

Display instructions are operated on and car-
ried out by the graphics generator 44 only. They are not
microprocessor instructions. Properly programmed with
these instructions, the object graphics generator can
create a desired display format for viewing on the dis-
play unit 22. Playfield objects, such as lines, borders,
characters, etc. can be displayed on display unit 22 with
very little, if any, intervention in the graphics genera-
tion process by the MPU 40. As a result, the MPU 40 is
freed from its usual object graphics generating tasks to
perform other processing operations.

Instructions are either one byte or three bytes
in size. One-byte instructions are typically display
mode control instructions used to define the manner, mode
and method with which playfield object graphics informa-
tion is displayed by the diéplay unit 22. The three-byte
instructions are typically a one byte instruction fol-
lowed by two bytes of address information which specify
to the object generator 44 the location of graphics
information within the memory unit 42 or the location of
another list of display instructions to which the gener-
ator 44 is to "jump." When a specific instryction is
transferred to the instruction register Béz;e decoded by
the DMA control unit 90 (Fig. 4A), output signals are
produced that generally control the selection and trans-
fer of graphics information from predetermined memory
locations of the memory unit 42 to the video summer 52

~ where it is then communicated by R.F. modulator 54 to the

display unit 22 (Fig. 3).
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The instructions are formed as shown in

Table I, below:
TABLE 1 - PLAYFIELD OBJECT GENERATOR INSTRUCTIONS

A.

DISPLAY MODE INSTRUCTIONS: These instructions
define the manner in which graphics information
is obtained from the memory unit 42 (i.e., by
direct addressing or indirect addressing using
character names) to the playfield object gen-
erator (Fig. 4A) and therefrom on to the dis-
play unit 22. Display mode instructions select
the clock signal applied to the graphics shift
register 122 by the register control unit 121,

- whether a horizontal line of graphics informa-

tion will be displayed as multiple horizontal
lines on display unit 22, or whethexr graphics
information is transferred from the graphics
register 122 to_the playfield encode logic 124
one bit at a time or two bits at a time.
Instruction number 1 causes generation of one
or more blank horizontal lines; instruction
numbers 2-9 generate playfield objects by, in
effect, communicating graphics information
directly from the memory unit 42 to the display
unit 22; and instruction numbers 10-15 generate
horizontal blocks of characters using a list of
character names in an indirect addressing
method. Data bits D@-D3, inclusive, form the
operation code of the instruction. XS in
any bit position of an instruction indicate
that the bit is disregarded or has other uses.

INSTRUCTION NO. 1:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 D@

X N NN O O 0 o

Description: This instruction causes generation of

one to eight horizontal lines of blank video. The
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number of horizontal lines is designated by data bits
D4-D6 (e.g., 000 equals one horizontal blank line, 111
equals eight). The color and luminance of each horizontal
line so generated are determined by the information con-
tained in the color-luminance register selected by the
signal on the line PF@ that is communicated from the
playfield object generator 44A (Fig. 4A) to the movable
object generator 44B (Fig. 4B). 1In effect, no graphics
information is transferred from the playfield encode
logic 124 (Fig. 4A) to the priority encoder 168 (Fig. 4B).
Under this condition, if there is also an absence of
movable object graphics, the priority encoder 166
forces output 8 thereof to a state that causes the back-
ground color-luminance register (one of the registers
176) to be continuously selected for the number of lines
to be generated.

INSTRUCTION NO. 2:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 D@

X X XX 1717171
Description: Graphics information is transferred

from the memory unit 42 (Fig. 3) to the playfield

graphics shift register 122 (Fig. 4A) of the playfield
object generator a byte at a time during active scan

of a horizontal line. The information is then shifted
from the shift register one bit at a time, appearing

as video data on signal line 123a and is transferred

from the playfield encode logic 124 to the priority
encoder via either the PF@ or PF1 signal lines - depending
upon the logical state of the data bit then being
communicated. The clock signal applied to the shift

register is 2CLK (approximately 7.2 MHz).
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INSTRUCTION NO. 3:
DATA BITS: D7 D6 D5 D4 D3 D2 D1 Dg

Smate  Gmwmn e G— G——— Snm—— S——

Description:‘ This instruction is essentially the

5 same as instruction no. 2, above, except that the
graphics shift register 122 has CLK applied thereto
by the registe; control unit 121 and the graphics
information is transferred from the register 122 two
bits at a time. Thus, any one of the four playfield

10 encode logic 124 output lines PF@-PF3 may be
activated.
INSTRUCTION NO. 4: '
DATA BITS: D7 D6 D5 D4 D3 D2 D1 D
X X X X 1 1 0 1
15 Description: Essentially the same as instruction

no.3 (i.e., shift clock = CLK; data shifted two
bits at a time from shift register 122) except that
graphics information for a complete horizontal line
is stored in the display RAM 114 as it is trans-
20 ferred to the graphics shift register 122 during
h generation of a first horizontal line. An immedi-
ately following horizontal line is then generated
using the graphics stored in the display RAM.
INSTRUCTION NO. 5:
25 DATA BITS: D7 D6 D5 D4 D3 D2 D1 Dg
X X X X 1 1 0 0
Description: Essentially the.same as instruction
no. 3, except that data is shifted one bit at a time.
INSTRUCTION NO. 6: '
30 DATA BITS: D7 D6 D5 D4 D3 D2 D1 D@
X X X X 1 0 1 1
Description: Shift clock = CLK; shifted one bit at
a time; displayed for two consecutive horizontal
lines.
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INSTRUCTION NO. 7:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 Dg

. — — —— — c—— o——

Description: Shift clock = CLK/2; shifted two bits
~at a time; displayed for four consecutive lines.

INSTRUCTION NO. 8:

"DATA BITS: D7 D6 D5 D4 D3 D2 D1 D
Description: Shift clock = CLK/2; shifted one bit
at a time; displayed for four consecutive horizontal
lines.

INSTRUCTION NO. 9:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 Dg
Description: Shift clock = CLK/4; shifted two bits

at a time; displayed for eight horizontal consecu-
tive lines.

INSTRUCTION NO. 10:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 D
X X X X 0 1 1 1
Description: This and the following instruction

nos. 11-15 cause conversion of the graphics infor-
mation that is transferred from memory unit 42 to
the graphics generator 44 in much the same manner as
to instruction nos. 2-9, above. Instruction nos.
10-15 differ from the foregoing instructions in the
procedure used to obtain graphics information from
the memory unit 42. Essentially,~-this—and instruc-
tion nos. 10-15 are used to generate a horizontal
swath of video displayed on display unit 22, each
swath containing either 20 or 40 characters, each
character swath being 8, 10 or 16 vertical lines
high. Additionally, these instructions (as do
instruction nos. 2-9, above) specify the clock rate
for the graphics shift register 122 (Fig. 4A) and
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vhether information is communicated from the regis-
ter 122 to encode logic 124 one or two bits at a
time. Instruction nos. 10-15 access the graphics
information from memory unit 42 via an indirect
addressing scheme that will be described more fully
below. Instruction no. 10 causes (1) the CLK signal
to be applied to the graphics shift register 122,
(2) information to be communicated from the register
122 one bit at a time via signal line 123a, (3) 20
characters per horizontal swath to be generated,

(4) 16 consecutive horizontal lines to be displayed
for each swath; and (5) every two consecutive hori-
zontal lines of graphics display to be identical
(e.g., the second line of a pair contains the same
graphics video as the first line).

INSTRUCTION NO. 11:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 DZ

X X X X 0 1 1 0
Description: This instruction is the same as the
immediately preceding instruction except that there
is no duplication of any horizontal line of graphics
information and this instruction uses only eight

consecutive horizontal lines per swath.

INSTRUCTION NO. 12:

DATA BITS: D7 D6 DS D4 D3 D2 D1 DF
X X X X 0 1 0 1
Description: Shift clock = CLK; graphics informa-

tion is transferred from the graphics register 122
two bits at a time; every two consecutive horizontal
lines are identical; 16 consecutive horizontal lines
are displayed.
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INSTRUCTION NO. 13:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 DZ
X X X X 0 1 o0 O
Description: This instruction is identical to the

" immediately preceding instruction except that there
_is no duplication of any horizontal line of graphics
information and only eight consecutive horizontal
lines are displayed.
INSTRUCTION NO. 14:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 Dg
X X X X 0 0 1 1
Description: Shift clock = 2 CLK; graphics infor-

mation shifted one bit at a time; 10 consecutive

horizontal lines are displayed.
INSTRUCTION NO. 15:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 DZ
X X X X 0 0 1 0O
Description: Shift clock = 2 CLK; graphics infor-
mation shifted one bit at a time; us=es eight con-
secutive horizontal lines are displayed.
B. JUMP INSTRUCTION -
INSTRUCTION NO. 16:

DATA BITS: D7 D6 D5 D4 D3 D2 D1 DZ

X X X X 0 0 0 1
Description: This is a 3-byte instruction; the

byte containing the operation code is immediately
followed by two more bytes which form the address of
the memory location within memory unit 42 containing
the next sequential instruction to be executed by
the graphics generator 44. When decoded by the DMA
control unit 90 (Fig. 4A), control and timing sig-
nals are issued therefrom to cause the two bytes
following the instruction to be transferred from the
memory unit 42 to the display list counter 82.
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C. FLAG BITS

The data bits D7-D4 of any particular instruc-
tion may direct that further action, in addition to that
specified by the operation code (i.e., data bits D3-Dg),
be taken -~ depending upon the logical state of the bit
D7-D4 of the instruction. Flag bits are disregarded for
the blank (instruction no. 1) and jump (instruction

no. 16) instructions.

DATA BIT D4=1
Description: Initiates horizontal scrolling

' of the display.

DATA BIT D5=1
Description: Initiates vertical scrolling of

- the display.

DATA BIT D6=1
Description: When used with one of the dis-
play mode instruction nos. 2-15, above, this
flag bit designates the instruction as being a
3-byte instruction and that the two bytes
sequentially following the instruction byte
(containing the flag bit) are to be transferred
to the memory scan counter 84. When used with
a jump instruction (instruction no. 16), a logi-

cal one (D6=1) designates that after the jump
is executed the object generator 44 is to wait
until the end of the next vertical blank inter-
val before transferring the next instruction
from the memory unit 42- to the instruction
register 88 (Fig. 4A). '

DATA BIT D7=1
Description: Enables interrupts to be gener-
ated by the graphics generator.

2. Display Graphics Generation
with this general understanding of the signifi-
cance of the instruction data bits, it is
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possible to discuss the graphics produced by
the object graphics generator 44 in response to
various instructions in detail.

a. Playfield Object Generation

Generally, it is only the playfield objects
that are generated in response to and under the super-
vision of the instruction set. Instructions generally
dictate where in the memory unit 42 the graphics informa-
tion to be transferred to the display unit 22 is located,
in‘what fashion the transfer will be made and how the
information will be displayed. Typically, playfield
objects (such as, for example, alphanumerics, horizontal
and vertical lines, and the like) are generated using one
of two different methods. These two methods of object
graphics generation are hereinafter referred to as "mem-
ory map" and "character" display modes. Essentially,
both display modes utilize graphics information that is
stored in the memory unit 42; both display modes cause
the graphics information to be transferred from the
memory unit to the playfield generator 44A where it is,
in effect, converted to serial video information by the
playfield graphics shift register 122 (Fig. 4A). How-
ever, the techniques differ in the way the graphics
information is accessed from the memory unit 42 and,
therefore, will be discussed separately.

(i) Memory Map Display Mode

Graphics information may be stored in the
memory unit 42 in blocks of consecutive addressable
memory locations such as, for example, the playfield
graphics block 286 (Fig. 7). Referring to Fig. 4A, the
playfield object generator operation commences when the
MPU 40 (Fig. 3) writes a two-byte (16-bit) address into
the display list counter 82. The MPU 40 also transfers
an 8-bit data word to the DMA control register 101 to
enable the playfield object generator 44A and initiate
generator operation.
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The data transferred by the MPU 40 to the
display list counter 82 is the address of a memory loca-
tion in the memory unit 42 containing the first instruc-
tion. Once the playfield object generator is enabled,
control and timiné sigrials are issued by the DMA control
unit to initiate a HALT signal, followed by a read opera-
tion to transfer the contents of the memory location
designated by the address supplied by the display list
counter 82 to the instruction register 88 via the data
bus 60. Typically, this first instruction will cause
generation of a number of blank horizontal lines (i.e.,
instruction no. 1). As each horizontal line is gener-
ated, the line counter 96 is incremented by the DMA
control unit 90. Upon completion of the last of the
horizontal lines designated to be generated by the in-
struction, a compare is detected by the compare circuit
98 between the line counter 96 and the data bits D6-D4 of
the instruction (which are communicated to the compare
circuit 98 via the multiplexer (MPX) 95 under control and
supervision of signals from the DMA control unit 90).

The compare circuit 98 provides a LAST LINE signal that
is communicated to the DMA control unit 90 via signal
line 100. During the horizontal blanking interval im-
mediately following the last generated horizontal line,
the DMA control unit 90 issues a signal that incremént§
by one the contents of the display list counter 82 which,

in turn, provides the address for memory unit 42 to obtain the

next sequential instruction following the blank instruction
(or instructions, if more_than one). just completed.
Typically, if playfield object information is
to be displayed, the next instruction will be one of
instruction nos. 2-6, with its flag bit D6 set to a

logical one. Two facts are specified by the instruction -

which the DMA control unit 80 becomes cognizant of when
the instruction is transferred to the instruction regis-
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ter 88 and is decoded by the control unit 90: (1) The
instruction is a 3-byte instruction with the two addi-
tional bytes located in memory unit 42 at memory loca-

tions immediately following that of the instruction byte just

transferred; and (2) these two additional'bytes designate a
memory location, sequentially followed by a number of
other memory locations, containing graphics information
to be displayed. Once the instruction is determined to
be a 3-byte, memory map mode instruction, the display
list counter 82 is incremented, as appropriate, and the
two bytes of data following the first instruction byte
are transferred sequentially from the memory unit 42 via
the data bus 60 to the memory scan counter 84. The
transfer of the two bytes, including the incrementing of
the display list counter, was preceded by a HALT command
and accomplished under the supervision and control of
siénals generated by the DMA control unit 90.

The memory scan counter 84 now contains the
first address of a sequential list of bytes containing
graphics data. The DMA control unit 90 initiates a  _
memory read operation, using the contents of the memory
scan counter 84 as the address that is communicated to
the memory unit 42 via the address bus 62. The byte of
information so accessed is transferred from the memory
unit 42 via the data bus 60 to the display RAM 114 where
the byte is stored. At the same time, and under control
of the DMA control unit 90, the information is cemmuni-
cated via the multiplexer 120 to the playfield graphics
shift register 122. Pursuant to control signals from the
DMA control unit 90, the register control unit 121 sel-

ects one of four clocks (2 CLK, CLK, CLK/2, or CLK/4) for

application by the control unit 121 to the shift register
122.

The byte of graphics information is then
clocked out of the playfield graphics shift register 122
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and communicated via signal line 123a or both signal
lines 123a and 123b (depending upon whether one or two
bits at a time are to be shifted) to the playfield encode
logic 124. There, .depending upon the state of the bit or
bits being applied to the playfield encode logic 124, one of
the four output lines PFg, PFl, PF2 or PF3 will be
activated. A

The operation continues: A seqguentially order-
ed number of bytes of graphics information is transferred

" from the memory unit 42 to the playfield generator 44a.

As the playfield generator receives each byte, it is
communicated to and through the display RAM 114 (where
each byte is stored) and placed in shift register 122
where it is converted to video information that appears
on one of the output lines PFP-PF3. This video informa-
tion is applied to the priority encoder 144 (Fig. 4B) and
used to select one of the color-luminapce registers 176
as will be described more fully below.

If the instruction being executed is one which
generates only one line of memory map graphics (e.g.,
instruction nos. 2, 3 or 5), a new instruction must be
transferred to the instruction register 88 during the
horizontal blanking interval following the compieted
horizontal line. If, on the other hand, the instruction
being executed requires 2, 4 or 8 lines of display (e.g.,
instruction nos. 4, 6 or 7-9), the graphics info;mation
now contained in the display RAM 114 is used. This
procedure is illustrated in Fig. 9.

Referring to both Figs. 4A and 9, assume that
instruction no. 8 of Table 1 is being executed. Assume
further that the flag bit of the instruction (D6) is set
to a logic one - indicating that the instruction is a
three-byte instruction and that the two additional bytes
contain the address of the graphics information to be
used. Located in a section 42' of the memory unit 42 are
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a number of sequentially ordered one—byté‘memory loca-
tions, including memory locations350a-350e, each memory
location containing graphics information. After the
instruction is transferred to the instruction register
88, and the two bytes of address transferred to the
memory scan counter 84, the playfield object generato.
commences sequential access of the memory unit 42, using
address signals provided by the memory scan counter 84.
The contents of memory locations of memory section 42!
are sequentially transferred, one byte at a time, to the
display RAM 114 and are temporarily stored. As each byte
is transferred to the display RAM 114, the byte is immedi-
ately read and transferred to the shift register 122 via
the multiplexer 120. The shift register 122 transfers
the information, as described above to the playfield
logic 124 via signal line 123a where, using the code
shown in Fig. 9, one of the output lines PF@ or PFl is
selected.

The graphics information appears on the display

" screen 22'as color-luminance values specified by

the selected PF@ or PF1 lines. Once the first horizontal
scan line 354 of the instruction has béen completed,

the graphics information used to generate the line remains
stored in the display RAM 114, ordered in the same manner
as in the memory unit 42. The next succeeding .

three lines 356, 358 and 360, are generated by sequean-
tially accessing the graphics information from the dis-
play RAM 114. Thus, during the active scan of the lines
356, 358 and 360 the display RAM 114 is addressed by the
RAM address counter 116 in response to appropriate timing
and control signals from the DMA control unit 90. Upon
completion of the last horizontal line 360 to be gener-
ated by the instruction, a LAST LINE signal is generated
by the compare circuit 98 to initiate fetching a new
instruction. '




10

15

20

25

30

35

i 0157912

As noted, the instruction (instruction no. 8)
caused transfer of each byte of graphics from the shift
register 122 on signal line 123a to the playfield encode
logic 124 one bit at a time. Encode logic 124, in turn,
communicates the graphics to the priority encoder 166 and
collision detection unit 164 (Fig. 4B) by via either the
PFg or PFl signal lines. The particular line selected
depends upon the particular binary state of the signal
appearing on the signal line 123a. Assuming for the
moment that there is no graphics information on the four
output signal lines 172, indicative of a movable object,
the playfield graphics information communicated on either
the PFP or PFl signal lines is used to select a one or
another of the color-luminance registers 176 for obtain-
ing the color and luminance values to be useaq.

Fig. 10 illustrates a portion of the circuitry
of the color-luminance selection unit 178, together with
the color-luminance registers 176a-1764 corresponding to
the playfield graphics signal lines PF@-PF3. While
Fig. 10 only illustrates the selection logic used for the
PF@-PF3 signal lines, it will be readily evident that
substantially similar logic circuits can be implemented
for the movable object graphics and their corresponding
color-luminance registers 176.

The pertinent portion of the selection unit 178
of Fig. 10 includes AND gates 372a-372d4 used for select-
ing four bits of color information contained in a one of
the registers 176a-176d; similarly, AND gates 374a-374d
each have three bits of luminance information communi-
cated thereto from color-luminance registers 176a-1764d,
respectively. To avoid complexity, the AND and OR gates
shown in Fig. 10 are depicted as individual gates.
However, as will be apparent to those skilled in the art,
the individual gates depicted are actually multiple gates
in parallel configuration. For example, although the AND
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gate 372a is depicted as a single two-input AND gate, the
AND gate 372a represents four parallel two-input AND
gates. This is true for the AND gates 372b-372d. Simil-
arly, each of the AND gates 374a-374d represents three
parallel, two-input AND gates. The individual OR gates
375a and 375b are similarly simplified. However, the OR
gates 375a and 375b receive information communicated
thereto from player-missile color-luminance registers
176e-176h (Fig. 14) via similar enabling circuits as that
represented by AND gates 372a-372d and 374a-374d. Ac-
cordingly, the OR gate 375a represents four parallel,
eight-input OR gates while OR gate 376b represents three
parallel, eight-input OR gates.

The AND gates 372a-372d selectively communicate
the four bit color information of one of the
color-luminance registers to OR gate 375a which then
couples the color information on the four signal lines
184 to the delay line tap select 182 (Fig. 4B). 1In
similar manner the AND gafes 374a-3744d selectively com-
municate the 3-bit contents indicative of a luminance
value of one of the registers 176a-176d to OR gate 375b
and from there to a 3-bit digital-to-analog converter
(DAC) 376. The DAC 376 converts the three bits of infor-
mation to a voltage level that appears on signal line 180
and is coupled thereon to the video summer 52 (Fig. 4B).

As noted.abé&e, only one of the priority en-
coder output lines 1-8 is active at any one time; which
priority encoder line 1-8 is active depends upon the
information received. For example, information on any of
the playfield graphics signal lines PF@-PF1l (Fig. 4B)
will cause one of the priority encoder outputs 1-4,
respectively, to be active. In turn, the active priority
encoder output 1-4 will select, via AND gates 372a-3724d
(Fig.10), which four-bit portion (containing color information)

of color-luminance registers 176a-176d4 will be transferred



10

15

20

25

30

35

"

4 .
2 01579312

to the delay line tap select 182 on the four signal lines
184. In similar fashion the three-bit portion (contain-
ing luminance information) of one of the color-luminance
registers 176 will be communicated to the DAC 376 and
converted to a voltage level indicative of luminance that
is applied to the signal line 180.

The playfield graphics lines correspond to the
priority encoder output lines 1-4, respectively. Thus,
referring to Figs. 4A, 4B, 9 and 10, when graphics infor-
mation is communicated, one bit at a time, from the
graphics shift register 122, one of the playfield graph-
ics lines PF@ or PFl is activated. 1In turn (again,
assuming no movable graphics information - a situation
which will be described below), one of the output lines
1-2 of the priority encoder 166, corresponding to the PFf#
or PFl signal lines, respectively, will enable the AND
gates 372a, 374a or 372b, 374b to select the contents of
the corresponding register 176a or 176b. Thus, with
reference to the four display line portion 22' illus-
trated in Fig. 9, if the graphics information bit is a
logic zero, the color and luminance designated as PF@' is
dictated by the contents of the PF@ register 176a.
Similarly, a logic one will display objects, such as that
designated PF1l' in Fig. 9, having color and luminance
specified by the contents of the PFl register 176b.

The instruction (no. 8) considered above (and
instruction nos. 2, 5 and 6) communicate or map, .-in
effect, sections of the memory unit 42 to the display
unit 22, a single bit at a time, each bit designating one
of two corresponding registers containing the color and
luminance characteristics that are to be displayed.
However, other of the instructions (e.g., instruction
nos. 3, 4, 7 and 9) of Table I also generate playfield
graphics in this memory map mode: however, as indicated
in the Table, each byte of information is applied to the
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playfield encode logic 124 two bits at a time. This
concept is illustrated in Fig. 11. Three representative
bytes 377a-377c are shown as they would be sequentially
transferred from the memory unit 42 (Fig. 3) to the shift
register 122 (Fig. 4A); that is, byte 377a would be
transferred first in time, followed by bytes 377b and
then 377c. 1If the playfield object generator 44A is
presently under the control of one of the instruction
nos. 3, 4, 7 or 9 of Table I, each byte is coupled from
the graphics shift register 122 two bits at a time and
appear to the playfield encode logic as compressed 2 X 4
blocks of data 378a-378c. Depending upon the logic
states of the individual bits transferred, the logic N
signal appearing on output lines 123a and 123b at any ;
moment in time can achieve one of four possible states. 2
As indicated in Fig. 11, these states are coded and used
to select one of the four output lines PF@-PF3 of the -
playfield encode logic 124.

In turn, each 2-bit segment of graphics infor-
mation applied to the playfield encode logic 124 (Fig.
4A) is coupled therefrom to the priority encoder 166 and
the color-luminance register selection unit 178 (Figs. 4B
and 10). There, the information is used to enable the
contents of one of the color-luminance registers 176
(i.e., one of registers 176a-176d) to be communicated to
signal lines 184 and the DAC 376. It should be noted
that in both examples illustrated in Figs. 9 and.ll, a
logic zero - whether one oé two bits - selects the PF{g
register 176a. Thus, if no movable or playfield object
graphics information is applied to the priority encoder
during active scan of a horizontal line - as when instruc-
tion no. 1 is being executed - the color-luminance char-

acteristics specified by the contents of register 176a
will be displayed. ’
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In the preferred embodiment, the number of
contiguous elemental beam positions used to construct a
given horizontal line of video by the display unit 22 is
chosen to be 160 which corresponds to one period of the
CLK signal. However, some picture elements may be formed
from multiples or submultiples of this figure (e.g. 360,
80 or 40) and a plurality of multiple clock rates are
available for this purpose, as described below.
Information is transferred from the playfield
graphics shift register 122, be it one bit or two bits at
a time, at one of four possible rates, depending upon the
instruction being executed by the object generator 44.
The available rates are 2CLK, CLK, CLK/2 and CLK/4 where
CLK is the timing signal generated by the timing unit 58
and referred to above as specifying each beam position.
Thus, any active horizontal line may display 320, 160, 80
or 40 increments of color-luminance playfield informa-
tion. For example, instruction no. 2, which specifies a
data transfer from the shift register 122 at the 2CLK
frequency (approximately 7.2 MHz) can cause 320 color-
luminance increments during each active horizontal line
shown on display unit 22. Alternately, instruction
nos. 3-6 will cause the shift register 122 to transfer
data at the CLK (approximately 3.6 MHz) frequency to
display up to 160 increments of information. Instruction
nos. 7 and 8 display 80 aré—40 (maximum) increments of
color-luminance information per horizontal (active) line
usingog data transfer rate of CLX/2 while instruction
no.,%z specifying CLK/4, will transfer up to 40 incre-
ments of color-luminance information to the display unit
22 for display. Another way of looking at the coxrela-
tion between the rate at which graphics information is
transferred from the graphics shift register 122 and the
maximum number of available color-luminance increments in
any horizontal line is in terms of display resolution.
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Thus, instruction no. 2 specifies a horizontal resolution
of 320 increments per line scanned; instruction nos. 3-6
provide a resolution of 160 increments per line; instruc-
tion nos. 7 and 8 provide for 80 increments per line; and
instruction no. 9 provides a resolution of 40 increments
per line.

The number of lines to be generated for each
instruction is determined by decoding the instruction
operation code. Accordingly, the operation code of each
instruction is applied to the ROM 94 to address a memory
location of the ROM containing four bits of digital
information specifying the number of horizontal display
lines for the instruction. The contents of the ROM 94
memory location so designated are applied to compare
circuit 98. Line counter 96, which is updated after each
line is generated, counts the number of lines so gener-
ated and applies that count to the compare circuit. When
a comparison is obtained, the LAST LINE signal is gener-
ated by the compare circuit 98, indicating that execution
of the present instruction is comﬁIete and that a new
instruction must be obtained to continue the display
operation. The LAST LINE signal is communicated via
signal line 100 to the DMA control unit 90, which, in
turn, causes the contents of the display list counter 82
to be incremented by one. The DMA control unit then
supervises a transfer of the next sequential instruction
from the memory unit 42 to the instruction register 88
(Fig. 4A). The instruction is decoded and timing and
control signals issued by the control unit 90, as speci-
fied by the instruction, to continue playfield graphics
generation.

To summarize, the memory map mode, using one of
the instruction nos. 2-9 of Table I, can direct the
generation of playfield objects shown on the display unit
22 by using one or more of the following methods:

AY
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Graphics is "mapped" from the memory unit
42 to the display unit 22 one horizontal
line per instruction (instruction nos. 2,
3 and 5), two lines per instruction (in-
struction nos. 4 and 6), four lines per
instruction (instruction nos. 7 and 8), or
eight lines per instruction (instruction
no. 9). 1In multiple line generation, the
subsequent lines are duplicates of the
first horizontal line - the graphics
information being stored in display RAM
114 during the first line and sequentially
issued from the RAM for the subsegquent
lines.

Graphics information from memory unit 42
is converted to video information one bit
at a time or two bits at a time and used,
in the former case, to select one of two
possible color-luminance characteristics
for display (instruction nos. 2, 5, 6 and
8); or, in the latter case, to select one
of four possible color-luminance charac-
teristics (instruction nos. 3, 4, 7 and
9).

Horizontal resolution of each line caused
to be generated pursuant to an instruction
can be 320 elements per line (instruction
no. 1), 160 elements per line (inétruction
nos. 2-6), 80 elements per line (instruc-
tion nos. 7 and 8), or 40 elements per
line (instruction no. 9).

The entire playfield can, of course, be generated using
the memory map mode instructions. However, for such
playfield objects as alphanumerics, it has been found
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preferable to store graphics information in the memory
unit 42 in addressable blocks of memory locations; each
block contains graphics information describing a prede-
termined character to be displayed. This mode is re-
ferred to as the "character name" mode and is described
below. '
(ii) Character Name Mode

Playfield graphics information is conveyed from
the playfield object generator 44A to the display unit 22
in essentially the manner described above - regardless of
the operation mode. However, the manner in which the
graphics information is accessed from the memory unit 42
is somewhat different in the character name mode from
that used by the memory map mode described above. Furth-
er, each instruction (e.g. one of the instruction nos.
10-15) used in the character name mode can cause to be
displayed on display unit 22 one complete horizontal row
alphanumeric character information; each displayed hori-
zontal row comprises at least eight horizontal scan
lines.

Referring to Fig. 12, there is shown a diagram-
matic illustration of this mode of operating the objéct
generator 44. Assume, for purposes of this discussion,
that the character instruction 380 (which would be one of
instruction nos. 10-15) is the next sequential instruc-
tion in a list of instructions stored in memory unit 42
(at memory locations 284 (Fig. 7), for example) and that
an active horizontal scan has just been completed on
display unit 22. A LAST LINE signal is generated, as
described above, and communicated to the DMA control unit
90 (Fig. 4A). Under the supervision and control of the
control unit 90, the horizontal line counter 96 is
cleared, instruction 380 is fetched, stored in the in-
struction register 88, decoded and found to be a 3-byte
instruction (e.g., the flag bit D6 is set to logic one -

-

.ej



10

15

20

25

30

35

60 0157912

see Table 1), which it would have to be if this instruc-
tion were the first of its type (e.g., character mode) in
the instruction list - for reasons that will become
evident below.

Again, under supervision of the DMA control
unit 90, and using the contents of the display list
counter 82 to address the memory unit 42, the two bytes
380a and 380b immediately following the instruction byte
are transferred to the 16-bit memorv scan counter 84.

The two bytes 380a and 380b indicate the address of the
block of memory locations 292 (Fig. 7). Each memory
location of the block 292, the memory location designated
as CN-A, for example, contains data words herein termed
character names that are used by the playfield objecf
generator 44A to fetch from the memory unit 42 a seguen-

‘tially ordered block of bytes 382. The bytes 382 contain

graphics information which are transferred to the display
unit 22.

As the active scan for the next horizontal line
commences the byte CN-A in the memory is transferred to
the display RAM 114, where it is stored, and to the
character name register 110 under supervision of the DMA
control unit 90, using the contents of the memory scan
counter 84 to address the memory block 292. Prior to
commencement of this instruction, the MPU 40 had trans-
ferred information to the character base register 112.

Now, using the combined contents of the line counter 96,
character name register 110 and the character base register -
112 as the address, a first byte 382a is transferred from memory
unit 42 to the graphics shift register 122 and trans-

ferred therefrom to the playfield encode logic 124 on

signal line 123a.

The character base register 112 contains a base
address used to locate the section of the memory unit 42
containing approximately 128 8, 10 or 16-byte blocks 290
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(Fig. 7) of graphic information, such as the 8-byte block
382. The character name register 110 contains, typically
in ascii format, the address of one of the 128 blocks
290, designating a specific character. Finally, the line
counter 96 completes the address of the designated block
and is used to specify one of the eight bytes of each
block, such as for example, byte 382a-382h of block 382.

During the active scan of the first horizontal
line of the instruction, the memory scan counter 84 is
sequentially incremented, character names are transferred
from the memory unit 42 to the display RAM 114 for stor-
age and to the character name register 110, and a byte of
graphics information at the memory location specified by
the contents of the registers 110 and 112 and line count-
er 96 is transferred to the graphics register 122. Upon
completion of this first scan line, the line counter 96
is incremented. The character names to be used in gener-
ating the remaining display lines called for by the
instruction are now sequentially stored in the display
RAM 114. Thus, during the remaining horizontal line scans
(dictated by the'instruction) character graphics information.
is obtained by merely accessing the contents of display
RAM 114 to update the character name register 110; graph-
ics information is transferred in the same manner as the
first line. At the end of each horizontal line the line
counter 96 1s incremented.

Assuming execution of instruction no. 10 of
Table I; above, a horizontal swath 386 would be shown on
display unit 22 comprising 20 characters across, formed
from eight consecutive horizontal display lines. Upon
the completion of this instruction, the next segquential
instruction 381 is transferred to the instruction regis-
ter; it may be one of any of the instructions of Table I.
For example, it may be another character mode instruction
no. 10.: If the flag bit of the instruction is set to a

0157912
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logic zero (designating a one-byte instruction) the list
of character names 292 will continue from the point the
last instruction 380 left off. Alternately, the instruc-
tion 381 may designate a list of ordered character names
stored elsewhere in memory unit 42, in which case the
flag bit D6 of the instruction will be set to a logic
one,—designating the two bytes immediately following the
instruction 381 for transfer to the memory scan counter
84.

One further aspect of the present invention can
now be noted. The same address and graphics information
can be operated upon by more than one instruction with
the same graphic information displayed - differing only
in their perspective on the display unit 22. For exam-
ple, if the horizontal swath of characters 386 was gener-
ated by execution of instruction no. 11 - where each byte
of graphics information is displayed only once - the
vertical perspective of the swath 386 can be stretched so
that the same information appears on display unit 22 as
the horizontal swath 388. This is easily accomplished by
merely incrementing the line counter 96 every other
horizontal line.

The object graphics generator 44 (Fig. 3)
sequentially accesses from memory unit 42 a list of
display instructions stored at memory located designated
by the address signals provided by the display list
counter 82 (Fig. 4A). When the end of a display field of
object graphics has been reached - usually at or near the
bottom horizontal line scan ~ the display list counter 82
must be returned to the first display instruction of the
list in order to start generating the next display field
of object graphics. Accordingly, the jump instruction
(instruction no. 16) is used for this purpose. The last
instruction of any list of display instructions for
direct operation of the object graphics generator 44 will
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be a three-byte jump instruction; the last two bytes
contain the address of the first display instruction of
the list. During execution-of the jump instruction, the
two bytes of address are transferred from the memory unit
42 to buffer registers (not shown) of the display list
counter 82. The contents of the buffer registers (not
shownh) are then transferred to the display list counter
82 and become the address signals provided by the address
counter 82, addressing the memory location of memory unit
42 containing the first display instruction of the list
used to generate and display a display field of object
graphics on display unit 22. | |

I1f, as may sometimes be the case, a display
field of object graphics ends éarly - several horizontal
lines early - a jump instruction (instruction no. 16)
having the flag bit D6 set to a légic one may be used.
In this case, a jump is executed in the manner described
above. However, further operation of the object graphics
generator is halted until the‘eﬁd of the vertical retrace
interval of display unit 22. Monitored by the DMA con-
trol unit 90, the end of the vertical retrace interval is
detected and the DMA control unit 90 commences to issue
timing and control signals to sequentially transfer and
execute the display instruction list, generating again

the display field of object graphics.

b. Movable Object Generation

Graphics information is transferred to the
graphics registers 152 of the movable object genérator
44B (Fig. 4B) from either the MPU 40 or from the memory
unit 42. 1In the latter case, the playfield object gen-
erator 44A (Fig. 4A) supervises and controls the trans-
fer. Referring to Figs. 4A, 4B and 14, the movable
object DMA counter 86, which is shown in greater detail
in Fig. 13, consists of three sections whose contents
form the 16-bit address used to address the memory unit
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42 for player and missile graphics information. As shown
in Fig. 13, the counter 86 comprises a 6-bit latch 86a, a
modulo-five counter 86b, and a 7-bit counter 86c. The
contents of the 6-bit data latch 86a form the most sig-
nificant bits of the 16-bit address, while the contents
of the mod-five counter 86b and the 7-bit counter 86c,

respéctively, form the remainder of the address.

The counter operates by receiving a clock pulse
on the signal line 87a which increments the mod-five
counter 86b through its five possible logic states: 000,
001, 010, 011 and 100. When the counter 86b reaches its
maximum (100) and is incremented to its next (initial)
state (000), a carry is generated on signal line 87b to
increment the contents of the 7-bit counter.

The graphics information for the player and
missile objects is located at memory section 288 of
memory unit 42 and contained in five sequentially ordered
256-byte blocks 288a-288e. The bytes of each block
288a-288e are sequentially ordered to correspond to each
horizontal scan line of display unit 22.

The particular configuration of the movable
object counter 86 described above functions as follows:
The contents of the 6-bit data latch 86a addresses that
particular section 288 (Fig. 7) of memory locations of
the memory unit 42 containing the movable object graph-
ics. The mod-five counter 86b sequentially selects one
of five 256-byte blocks 288a-288e of the memory section
288, while the 7-byte counter 86c sequentially selects
one of the available 256 bytes from a particular ad-
dressed block. Each byte of each block 288a-288e cor-
responds to a horizontal line scan of display unit 22.
Each byte of the 256-byte block 288a contains 2-bits of °
missile. graphics information M1-M4 for each of the missiles.
The 256-byte blocks 288b-288e contain graphics information

for the player objects 420-426, respectively. The entire
block 288b,
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for example, is transferred to the display unit 22°'.
Each byte of the block 288b is displayed in an ordered
sequence that forms a vertical swath 430. The graphics
information indicative of player object 420 is displayed
as 420' on display unit 22' and has a vertical position
on the display that corresponds to its position within
the 556—byte block 288b. The same is true for player
objects 422, 424 and 426 which are displayed in vertical
swaths 432, 434 and 436, respectively.

As noted above, each missile object requires
only two bits per horizontal display line. Thus, each
individual one-byte memory location comprising the memory
block 288a contains two bits of graphic information for
the missile objects M1-M4. In a manner similar to the
display of player objects - to be more fully described -
the 256 two-bit portions indicative of the missile graph-
ics M1-M4 are displayed as vertical swaths. In Fig. 13,
it is assumed that only player objects 422' and 426' (as
viewed on display unit 22') have fired their correspond-
ing missiles M2' and M4'. Accordingly, the graphics
information contained in the memory locations of block
288a for missiles M2' and M4' dre displayed as vertical
swaths 438 and 440, respectively.

Still referring to Figs. 4A, 4B and 13, during
a vertical blanking interval, the movable object DMA
counter 86 is provided with an initial address by the MPU
40 via the data bus 60. In addition, the MPU 40 trans-
fers a byte of data to each one of the eight horizontal
position registers 140; four of the registers 140 cor-
respond to a—ene—ef the player objects while the remain-
ing four of the registers 140 correspond to each of the
missile objects. The registers 140 now contain informa-
tion indicative of the horizontal position of the player
or missile object on display unit 22'. During the hori-
zontal blanking interval preceding the first horizontal
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active line scan (and each and every following horizontal
blanking interval), the playfield object generator 44A
initiates five reads of memory unit 42 using the contents
of the movable object DMA counter 86 as the address.
Each read is performed during a predetermined time slot
of the horizontal blank interval and is preceded by a
HALT command generated by the control unit 90. The DMA
register select logic 202 of the movable object generator
44B receives the HALT command and, together with a de-
coded output from the H-counter supplied by the sync
generator unit 146, sequentially generates a SELECT
signal on one of five signal lines to the graphics reg-
isters 152 via the OR gate 204. The SELECT signal sel-
ects and enables one of the four 8-bit (player) graphics
registers 152 (i.e., registers 152b-152e in Fig. 13) to
receive graphics information from the memory unit 42 via
the data bus 60. The graphics information for the mis-
sile objects are transferred a byte at a time, the four
2-bit missile graphics registers 152 (shown in Fig. 13 as
registers 152a) being loaded at the same time once each
horizontal blanking interval.

At the end of each read operation (for player-
missile graphics) the movable object DMA counter 86
(i.e., the mod-five counter 86a) is incremented by an
increment signal from the DMA control unit 90 via signal
line 87a. The contents of the movable object DMA counter
86 will, during each horizontal blanking interval, ad-
dress one memory location from each of the blocks 288a-
288e; the content of each addresseé memory location is
transferred via data bus 60 to the selected graphics
register 152 (i.e., the combined four 2-bit registers
152a or player graphics registers 152b-152e, illustrated
in Fig. 13).

During the active scan of each horizontal line,
the contents of each horizontal position register are
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applied to a corresponding one of comparators 142 and
compared to the horizontal count provided by sync gener-
ator unit 146 via signal lines 148. When the contents of
any of the horizontal position registers match the hori-
zontal count provided by the sync generator unit 146, the
corresponding comparator 142 initiates a SHIFT command
that” is communicated to the graphics register control
unit 156. In turn,  the register control unit 156 com-
mands the corresponding graphics register 152 (i.e., one
of the four missile registers 152a or one of the player
registers 152b~-e in Fig. 13) to serially transfer its
contents to the collision detection unit 164, via one of
the signal lines 154a (player video graphics) or 154b
(missile video graphics); this video graphics is also
communicated to the priority encoder 166 via OR gates
170.

It will be remembered that the function of the
priority encoder 166 is to- determine, in the event of
simultanecus overlap of graphics information of two or
more objects, which one will be displayed; that is, a
determination is made as to which object will overlap
which other objects. For example, as particularly ex-
plained with reference to Fig. 10, graphics information
transferred to the priority encoder 166 from the play-
field generator 44A via signal lines PF@-PF3 will acti-
vate encoder output lines 1-4, respectively. In turn,
the activated output of encoder 166 selects the contents
of one of the color-luminance registers 176a-1764.

Color-luminance selection for movable object
graphics is made in the same manner. As illustrated in
Fig. 14, the encoder output lines 5-8 are applied to the
color-luminance register selection unit 178 to effect
selection of the contents of one of the color-luminance
registers 176e-176h, corresponding to one player-missile
combination.
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Each missile object assumes the color and
luminance characteristics of its corresponding player
object.

To briefly review, and still referring to
Figs. 3, 4A, 4B, 7 and 14, during a vertical blanking
interval the MPU 40 transfers horizontal position infor-
mation to the horizontal position registers 140; addi-
tionally, the movable object DMA counter 86 is provided
with an address that points to a first byte of the memory
section 288, which is also the first byte of the 256-byte
block 288a. During each horizontal blanking interval
immediately preceding each active horizontal line scanj
five bytes of graphics information are fetched from the
memory unit 42 using the address provided by the movable
object DMA counter 86; each of the five bytes is selected
from a different one of the five blocks 288a-288e.

During the subsequent active scan of the horizontal line,
a window is generated to cause the graphics information
to be transferred to the selection unit 178 where, in
effect, it is converted to color-luminance information
that is then communicated to the display unit 22.

~ In-essence, this method of transfer of graphics
information contained within each block 288a-288e of
memory locations described above effectively maps each
block onto display unit 22'. Horizontal movement of an
object displayed in this manner is effected by merely
changing the contents of its corresponding horizontal
position register 140. It should be evident that this
not only effects movement of the object graphics but the
entire vertical swath associated with the object. Con-
sider, for example, the swath 430 corresponding to the
block 288b of memory locations. 1In response to manipula-
tion of the player input controls 18 (Fig. 3), MPU 40
calculates a new relative horizontal position for the
player object 420' on display unit 22'. During the next

12
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vertical blanking interval, MPU 40 writes new horizontal
position information to the one of the horizontal posi-
tion registers 140 corresponding to the object 420'.
During each display field, the block 288b of graphics
information is sequentially transferred to the movable
object generator 44b and then communicated, ultimately to
display unit 22' where it is again displayed as the swath
430, but displaced to the right or left.

Vertical movement of the movable object graph-
ics is effected by removing the object graphics from one
location within its block and rewriting it at a new
location - within the same block, of course. For exam-
ple, during a vertical blanking interval the object
graphics information 420 (Fig.'13) contained within the
block 288b of memory locations would be read and trans-
ferred to a new location within the block - indicated as
object graphics 421. The object graphics 420 is then
erased. During the next active display field, the new
object graphics 421 would appear on display unit 22 as
object 421°'.

C. Collision Detection

The graphics information for each movable
object are compared to one another and to playfield
objects for time coincidence to determine collisions.

The collision detection unit 164 (Fig. 4B) includes a
number of AND gates (not shown) used to determine time
coincidence between movable and playfield objects. Such
determinations are communicated to one or more of the
sixteen 4-bit collision detection registers 165. Refer-
ring to Figs. 4B and 15, collision detection for a speci-
fic movable object (here player 2) is described, it being
understood that this description applies equally to the
remaining player and missile objects.

As illustrated, graphics information from the
player-2 graphics register 152c is communicated to four

8 015791



10

15

20

25

30

35

-0 -
68

AND gates 164a-164d contained within the collision detec-
tion unit 164. A second input to each one of the AND
gates 164a-164d, respectively, are the graphics signal
lines PF@-PF3 for the playfield objects.

In the event the graphics information signal
from the graphics register 152c coincides in time with a
graphics information signal appearing on one of the
playfield graphics signal lines PF@-PF3, a signal indica-
tive of such coincidence or collision is communicated to
a 4-bit data register 162' where it is temporarily
stored.

The now stored coincidence information con-
tained in data register 162' is subsequently transferred
to the MPU 40 (Fig. 3) when the MPU 40 initiates a READ
command, placing an address on the address bus 62 desig-
nating the register 162' as the "memory location" to be
read. The address of data register 162' is received by
the register selection unit 200 (Fig. 4B) which decodes
the address and provides an ENABLE signal that is applied
to the register 162' to cause the contents of the-regis-
ter to be placed upon the data bus 60 and transferred to
the MPU 40.

Typically, the MPU 40 reads all 16 of the
collision detection registers 165 in the same manner
every vertical blanking interval. After the information
contained in the 16 collision detection registers 165 has
been transferred to the MPU 40, it initiates a WRITE
command. The address placed on the address bus 62 is
decoded by the register selection unit 200 and generates
a clear (CLR) signal that is applied to the collision
detection registers 165 to clear their contents simul-
taneously.

The collision information obtained by the MPU
40 from the collision detection registers 165 is used for
a variety of purposes, depending upon the mode of system

0157912
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operation. For example, information concerning a colli-
sion between a movable "target" object (e.g. a ball) and

a playfield "boundary" object allows the MPU 40 to modify
the direction of travel of the target object. Alternate-
ly, information indicative of a collision between a
player object and a missile object allows the MPU 40 to
modify the graphics information indicative of the player
to cause display of a simulated exploéion. Collision
information also allows MPU 40 to tabulate scores as
appropriate.

>,

C. Operations

As noted at the outset, the system 10 has two
basic modes of operation, selected by providing the
system 10 with an appropriate operating program. When
operating in the first mode, the system 10 functions as a
programmable general purpose computer. The second mode
of operation allows the system 10 to function as a video

game unit. 4
There are several ways of providing system 10
with an operating program - thereby selecting the mode of
operation: A ROM cartridge 33 (or cartridges if two are
required) containing the operating program is inserted

.into the cartridge receptacies 32 (Fig. 2). Alternatively,

an operating system program may be stored in a peripheral
unit such as, for example, the disk unit 15 or cassette
(tape) unit 16. Thus, the desired operating programs so
stored may be read into RAM sections of memory unit 42
from a selected peripheral unit. .
Regardless of the operatﬁng mode in which
system 10 functions, however, the operation of the inter-
nal circuitry, illustrated by the block diagram of
Fig. 3, remains essentially the same. For example, when
system 10 is functioning as a general purpose computer for
information managemement purposes - such as listing the
names and other pertinent-data of relatives and friends - the
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operating program can display portions of the information
on display unit 22. Thus, the objéct graphics generator
44 is called upon to transfer graphics information from
memory unit 42 to the display unit 22. The operating
program directs the MPU 40 to transfer a predetermined
list of display instructions into a RAM section 284

(Fig. 7) of memory unit 42, making the display instruc-
tions available to the MPU 40. The MPU 40 can modify
portions of the display instructions - primarily the

two byte addresses of three-byte instructions - thereby
directing the object graphics generator 44 to those
sections of memory unit 42 containing the graphics infor-
mation to be -displayed (e.g. alphanumeric characters,
lines, heading marks and the like).

Alternately, the operating program may require
information to be displayed in graph-like form. Accord-
ingly, a playfield display in the form of a cartesian or
other coordinate system may be displayed to the user via
display unit 22.

Further, the operating system may call for a
movable cursor to be displayed. In such case, the operat-
ing system would contain a block of graphics information
containing the picture data for the vertical column that
the movable object generator 44B constructs on display
unit 22 - including the picture data for the cursor
object. The MPU 40 then "writes" into the movable object
DMA counter 86 (Fig. 4A) the address of the location
within memory unit 42 of the block of graphics informa-
tion containing the cursor picture data. The MPU 40 also
writes a data word to the DMA control register 101. The
contents of the DMA control register inform 'the DMA
control unit 90 that movable object graphics will be
displayed. Accordingly, the DMA control unit 90 will
provide the movable object DMA counter 86 with signals
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that cause the DMA counter 86 to sequentially address the
memory locations of memory unit 42 containing the graph-
ics information for the cursor. The DMA control unit
generates a HALT command that is communicated to the DMA
register select logic 202 of the movable object generator
44B (Fig. 4B). Immediately following the HALT command,
the DMA control unit 90 initiates an access of memory
unit 42, using the address signals provided by the mov-
able object DMA counter 86 to designate the memory loca-
tions. At the same time the DMA register select logic
202, using an H-counter decode generated by the sync
generator 146, generates a SELECT signal on one of five
lines that is communicated to the corresponding graphics
register 152. The SELECT signal selects one of the
graphics registers 152 to receive and store the informa-
tion present on the data bus 60. As mentioned above, the
selection of the particular one of the graphics registers
156 is determined by the particular time interval within
the horizontal blanking period the memory access for
movable object graphics is performed; each movable object
is provided with a predetermined interval during each
horizontal blank time for receiving graphics information.
Accordingly, the DMA controi unit 90 initiates memory
reads during these predetermined time intervals and the
DMA register select logic 202 initiates a SELECT signal
on the signal line corresponding to the predetermined

"time interval in response to receipt of the HALT command

and an appropriate H-counter decode.

It should be noted that the OR gate 204 depic-
ted in Fig. 4B is representative of five OR gates - each
corresponding to one of the five graphics registers 152
(the four 2-bit missile graphics registers are loaded
simultaneously and, therefore, treated as single one-byte
register for information transfers thereto). Further,
each of the OR gates depicted as the OR gate 204 has a
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SELECT signal communicated thereto from the DMA register
select logic 202 and a register select (REG. SELECT)
signal from the register select unit 200. This latter
signal is used when graphics information is written to
one or more of the graphics registers 152 by the MPU 40.

The relative horizontal and vertical movement
of the cursor object displayed on display unit 22 is
effected by MPU 40 in the manner described alone. New
horizontal position information is "written" to the
movable object position registers 140 during vertical
retrace intervals; rewriting the picture data for the
cursor object to a new location within the block of
graphics information would typically also be performed by
the MPU 40 during the vertical retrace interval.

The data used by the MPU 40 would be provided
by the joysticks 18 or operation of the keys 24 by a
user. Typically, joysticks 18 would provide user gen-
erated position information that is communicated to the
MPU 40 via the peripheral.interface unit 50. The joy-
sticks 18 can be constructed in the manner disclosed in
U.S. Patent No. 4,091,234.
- In summary, the ﬁiesenpembodimenf-provides a
data processing system with a programmable object graph-
ics generator capable of transfering graphics information

-from a memory unit to a display unit with very little aid

from the processor unit of the system. Additionally, the - .
:display.of"movéble objects requires’positidh'_ S |
determining circuitry for horizontal movement only,
thereby obviating the need for additional circuitry for
vertical positioning.

~ Other aspects of the described embodiment are
‘described and claimed in European Patent Applications Nos.
79302891.1 and 82109280.6.



10

15

20

25

CLAIMS:; -

1. A raster graphics generator circuit having
two modes of operation, a map mode and a character mode,
the circuit comprising:

a digital memory for storing a sequence of display
instructions, including map and character instructions,
and for storing sequential graphics information,
sequential character names, and character blocks of
graphics information, each character block comprising a
number of bytes,

display list circuit coupled to the digital memory
for addressing a sequent display instruction in response
to a start signal, and 7 -

logic circuitry coupled to the digital memory and
responsive to an addressed display instruction for
operating in one of two modes: a map mode in response to
a map instruction and a character mode in response to a
character instruction, the logic circuitry including map
means operable in the map mode for sequentially addressing
sequential graphics information and for providing first
raster graphics signals in response to the sequential
graphics information, the logic circuitry further including

character means operable in the character mode for address-
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ing sequential character names, addressing character
blocks of graphics information in response to addressed
character names and for providing raster graphics signals
in response to the addressed character blocks of graphics

information.

2. A raster graphics generator circuit as
claimed in claim 1, wherein the logic circuitry further
comprises a display memory for storing the addressed
sequential graphics information in the map mode correspond-
ing to a horizontal display line, the logic circuitry
also comprising repeat means coupled to the display memory
and responsive to selected display instructions for
providing a repeat of the raster graphics signals for

sequent horizontal display lines by addressing the stored

sequential graphics information in the display memory.

3. A raster graphics generator circuit as
claimed in claim 1, wherein the logic circuitry further

comprises a display memory for storing the addressed
sequential character names in the character display mode
corresponding to one horizontal row of characters, the
logic circuitry for addressing the bytes of the character
blocks of graphics information associated with the first

horizontal display line of the horizontal row of characters
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in response to the chardcter names.stored in the display
memory, the logic circuitry'also comprising repeat means
coupled to the display memory for addressing the bytes

of the character blocks of graphics information associated
with the éequent horizontal display lines of the horizontal
row of characters in response to the character names

stored in the display memory.

4., A raster graphics‘generator circuit as
claimed in claim 3, further coﬁprising a line counter
(96) for providing a count of the horizontal display lines
generated in response to a display instruction,;reset
means for resetting the liﬁe counter in response to a new
display instruction, a comparator coupled to the line
counter for receiving a number in response to a new
display instruction and providing the start signal in
response to the count matching the number, wherein the
byte of each character block associated with the current
horizontal display line is éeiected in response td the

count.

5. A display processor system comprising a raster
graphics generator circuit as claimed in claim 3, and a

processor having direct memory access to the digital

25 memory for storing the display instructions, sequential
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graphics data, sequential character names and character
blocks of graphics information in the digital memory

means.

6. A display processor system comprising a raster
graphics generator circuit as claimed in claim 4, and a
processor having direct memory access to the memory means
for storing the display instructions, sequential graphics
data, sequential character names and character blocks of

graphics information in the digital memory.

7. A raster graphics circuit as claimed in claim
1, wherein in the map mode the logic circuitry sequentially
addresses the sequential graphics information and

synchronously provides the first raster graphics signals.

8. A raster graphics circuit as claimed in claim
7, wherein the raster graphics signals corresponding to
a horizontal display line are provided at a uniform

frequency.

9. A graphics generator selectively operable in
a memory map mode for accessing segquentially ordered
video data or in a character mode for accessing a

plurality of characters corresponding to a horizontal row,
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a digital memory for storing graphics information
and display instructions, the graphics information includ-
ing the video data and a plurality of character blocks,
wherein each character block corresponds to one of the
plurality of characters, the display instructions arranged
in a sequence and including map and character display
instructions;

an address generator coupled to the digital memory
for accessing the graphics information and the display
instructions in response to control signals;

control means coupled to the digital memory and to
the address generator’for receiving the accessed display
instructions and for generating control signals including:

(1) first control signals in response to receipt
of the map display instruction to cause the
address generator to sequentially access the
video data,

(2) second control signals in response to receipt
of the character display instruction to cause
the address generator to sequentially access
character blocks corresponding to a horizontal
row, and

(3) third control signals to cause the address

generator to access the sequent display instruction.
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10. The graphics generator of claim 9, wherein
the display instructions include repeat instructions and
the video data is adapted to be displayed as a
horizontal line, the graphics generator further including
a buffer memory coupled to the digital memory and operable
to store accessed video data corresponding to the
horizontal line and an address circuit for accessing the
video data stored in the buffer memory in response to

the repeat instruction.

11. The graphics generator of claim 9, the
digital memory having sequential memory locations contain-
ing address data words, each address data word containing

information indicative of the location in the digital

15 memory of a corresponding character block, the graphics

20

generator further including a buffer memory operable to
store a number of the address data words corresponding

to the horizontal row in response to a character
instruction, and means responsive to the second control
signals for sequentially retrieving the temporarily stored
address words from the second storage, the accessing means
being responsive to the retrieval address data words to
cause access of the selected ones of the blocks of

bytes.
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12. . The graphics generator of claim 11,
wherein the rbuffer mémory is coupled to the address
generator, the graphics generator further including an
address circuit coupled ~t9, the _buffer memory for
sequentially addressing the stored address data words,
the address generator accessing character Dblocks

selected in response to the addressed data words.

13. A raster graphicé circuit having the
capability to scroll horizontally one bit at a time
comprising: h

"7 a digital memory for storing display
instructions, including horizontal scroll instructions,
for storing sequential .character nanmes, and character
blocks of graphics information, each block comprising a
number of bytes; _

a display list counter coupled to the digital
memory for addressing a new display instruction in
response to a start signal;

logic means coupled to the digital memory and

responsive to an addressed display instruction for
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operating in a horizontal scrolling mode in response to a
horizontal scroll instruction;

a horizontal scroll register and means for storing a
count corresponding to a desired horizontal displacement‘
in the horizontal scroll register;

a shift register coupled to the digital memory for
~receiving bytes from the digital memory and for shifting
the data out in a serial manner in response to clock
signals; and

a register control unit coupled to the horizontal
displacement register and to the shift register and
responsive to the count for providing c¢lock signals to

the shift register.

14. A raster graphies circuit having the capability
to scroll vertically one horizontal scan line at a time
comprising:

a digital memory for storing a list of character
names and blocks 'of graphies information, each bloct
comprising a number of bytes and each block associatec
with a character name; -

means for addressing sequential character name:
corresponding to a horizontal row of characters;

means for addressing a selected byte from ar
associated block in response to an addressed character

name;




means for providing raster graphics signals in
response to the selected byte;

a line counter for providing a count of the number
of horizontal lines generated during the display of a
horizontal row of characters, the line counter coupled to
the addressing means for providing a count used to select
the byte from the associated blqck;

means for resetting the line counter subsequent to
the count of a number of lines in a horizontal row of

characters; and

means for presetting the 1line counter to a

selectable number.

15. Dynamically alterable multicolor raster
graphies circuit comprising:

four color registers coupled to a data bus for
receiving and storing data provided by the data bus, the
data corresponding to one of a number of different
colors;

a raster display means for coupling a selected one
of the color registers to the raster display for
providing a color display in response to the data stored
in the selected color register;

means for providing a periodic clock signal;
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a graphics shift register coupled to receive
graphics data in parailel bytes for shifting data out in
"parallel, two bits at a time, one bit on each of two
output lines, in response to a clock signal; and

playfield encode logic coupled to the graphies shift
register for selecting the one color register in response

to the two bits of parallel data.

16. In a video display system of the type having an
image forming beam that scans a video screen in a number
of horizontal lines, each horizontal linerbeing formed
from a plurality of juxtaposed pixels of video
information, apparatus comprising:

memory means having a plurality of storage locations
for storing a plurality of n-bit data words;

a graphics generator coupled to the memory means for
accessing the data words and for providing therefrom a
video signal defining a color énd a2 luminance value for
each one of the plurality of pixels of video information,
the graphics generator including:

(a) means for accessing the n-bit data words from

the memory means;

(B) means for receiving the n-bit data words and

for forming therefrom m-bit data words where m

is less than or equal to n;
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(C) . means responsive to the m-bit data words for
providing a one of 2" signals; and
(D) means for receiving the one of 21 signals and

for producing therefrom the video signals.

17. In a video display system of the type having a
display screen upon which is formed an image from a
plurality of juxtaposed,‘inqremental pixels each having a
one of a number of specified co;or and luminance values,
apparatus comprising: 7

memory means having storage locations containing a
plurality of n-bit data words;

accessing means coupled to the memory means for
recei;ing the n-bit data words to form a number of m-bit
data words, where n is greater than m, each m-bit data
word corresponding to a one of the pixels;

converting means coupled to the accessing means and
responsive to the m-bit-data words for forming a video
signal for each pixel, the converting means including

storage means addressable by the m-bit data words for

storing data indicative of the specified color and

luminance values.
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18. In a display system of the type including a
video display unit for displaying video information in
response to a video signal and memory means having a
plurality of addressable memory locations for storing at
least first and second display instructions, graphies
data and address data, a graphics generator, comprising:

addressing means coupled to the memory means;

control means coupled to the memory means for
receiving the display instructions and for providing
therefrom a plurality of first and second control
signals;

converting means coupled to the memory means and to
the control means for receiving the graphics data and for
forming therefrom a video signal having display
characteristics defined by predetermined ones of the
control signals; and

communicating means coupled to the converting means
for conducting the video signal to the video display
unit;

the graphics generator adapted to be selectively
operable in two modes in response to the first and second
display instructions:

(A) a first mode defined by the first display

instructions to cause the first control

signals to be provided by the control means,
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the addressing means being coupled to the
control means and responsive to the first
control signals to generate sequential address
signals indicative of memory locations
containing graphics data; and

a second mode defined by the second display
instructions to cause the second control
signals to be provided by the second control
means, the addressing means being responsive
to the second control signals to alternately
access the address data, to receive the address
data and generate therefrom third address
signals indicative of T“memory locations
containing selected portions of the graphics

data.
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